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CRASH takes an 
in-depth look at 
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3-Dimensional arcade strategy 
on the 48K Spectrum—£6.95 

Compatible with Kempston, Protek/AGF, 
and Interface 2 joystick types. 


Available at: 
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And why not? 

It has the finest graphics yet to emerge from 
a Spectrum game. 

Fly the latest swing-wing fighter 
bomber, with full 360° control. 

Seek out and destroy enemy targets. 

Land, refuel, take off at will. 

With 3D multi-screen, multi-directional 
wraparound landscape, it's guaranteed to give 
your brain hypermania. 

Fly Tornado Low Level today - just one in a 
series of mindblowing action games. 
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Atic Attack 
-The Map 

The response to our draw an Atic 
Atac map competition has proved 
to be enormous. As I write this, 
Timothy Stamper of Ultimate 
tells me that the prize is being 
cast. The trophy of the ACG Key 
stands twelve inches high. It won’t 
be long now before the winner’s 
name emerges. 

Meanwhile, from the wealth of 
detail sent in already, our colour 
poster is being prepared. Part 
One may be found in the centre of 
this month’s issue, with Part Two 
to follow next month. All you have 
to do is carefully lift up the staples 
and pull the two centre pages out. 
Part One contains the Attic, First 
Floor and Ground Floor. Part 
Two has the Basement and the 
Caverns. The two parts assemble 
longways one above the other to 
make up a finished poster 
approximately 297mm wide by 
840mm high. 

There must still be people 
around who will find the map 
useful as a guide to playing Atic 
Atac, but for those who already 
know the place inside out, we 
hope the poster will make an 
interesting decoration and provide 
a memo |7 of hours spent undoing 
what Ultimate has wrought! 


Big is Beautiful 

I was interested in the reaction of 
a caller who, in passing, 
commented that CRASH so often 
concentrated its reviews on 
smaller, often unknown, software 
houses. There was the implication 
in the tone of his voice that this 
was something of a failing - rather 
as though we were unable to get 
games to review from the bigger, 
more important companies. Or 
perhaps it was a reference to the 
lack of good games in summer. 
Whichever, it has to be said that 
CRASH set out to be a 
comprehensive review magazine 
(that can be difficult at times, but 
we do our best) and as such is 
duty bound to review games from 
any sized software company 
when and as space allows. 

Besides which, even the 
biggest software houses today 
were all little ones a year or two 
back. Who is to say that some 
genius operating from his or her 
back bedroom today won’t be a 
giant come Christmas? It’s the 
ideas that count. What is a 


problem for the young and 
unknown software house is 
exposure - letting people know 
that they’re there. Almost every 
magazine in the business will 
devote space instantly to Jet Set 
Willy and Sabre Wulf, but who 
apart from the specialist mags will 
bother with Dennis Through the 
Drinking Glass or Application’s 
follow-up The Tebbit ? I know that 
the majority of readers are only 
interested in the ‘biggies’, but it 
can lead to missing out on a lot of 


very good and entertaining 
games. In CRASH we try to 
redress the balance a bit. 

On top of that it would be a good 
question to ask - do the ‘biggies’ 
always come up with the goods? 


Summer Slump 

Running ontrom the above piece, 
small and large software houses 


alike are now facing the traditional 
summer slump. It may seem odd 
to talk of a tradition in a market 
barely in its third year, but 
experience indicates that the 
summer is always poor for 
software sales. Not unnaturally, 
games players who would have to 
be dragged away from their 
Spectrums in the dark winter 
months find that there are more 
interesting things to do outdoors 
during the summer. 

Consequently, less software is 
bought and loaded. 

Last summer, less wary, the 
software houses carried on 
advertising in the magazines and 
were then upset when they found 
that the sales figures didn’t equal 
the advertising bills. This year, 
everyone is acting more 
cautiously, looking over their 
shoulders at the circulating 
rumours that so and so is about to 
go under. Naturally, the slump hits 
the smaller companies with less 
funding much harder, but one or 
two of the real ‘biggies’ don’t seem 
to find it easy to pay for their 
advertising bills either. 

The records do show that sales 
of games drop in the summer, but 
perhaps the software houses are 
helping to perpetuate a vicious 
circle by hibernating. This is 
considered a poor time to release 
new games. I write this on the eve 
of seeing Ultimate’s new game, 
Sabre Wulf. It might be salutory to 
remember that Sabre Wulf is only 
Ultimate’s seventh game, being 
released in the summer, and that 
their first two, Jetpac and Pssst, 
were launched about a year ago - 
right in the middle of everyone 
else’s slump. As a result of their 
experiences across the year, they 
are probably quite unconcerned 
about releasing a major game 
(with a new price too) in the 
middle of summer. It highlights a 
fallacy in the theory that a good 
product should be saved up until 
Christmas - with a lack of good 
games to buy and play, any really 
good game released will stand out 
- and be bought. But if there is a 
tendency to pull in the horns 
during the summer and not 
release good games, then the 
buyers are going to bother even 
less, thus tightening the vicious 
circle. 


CRASH Hotline 

The Hotline is hotting up! Calls 
coming in now are virtually 
swamping the system, especially 
with the advent of the adventure 
line. Each month now results in 
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Since the item on the Golden Key of 
ACG was written, the superb trophy 
has arrived - and it stands 14 inches 
high on its base. Watch out for the 
next issue, where the winner will be 


announced! In the meantime, plans 
are afoot for a follow-up competition 
from Ultimate based on Sabre Wulf. 
Watch out for details - next issue. 
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thousands and thousands of calls 
- a lot of person-hours to enter the 
details into the computer for 
analysis. Fortunately most callers 
know their minds and state their 
business efficiently. But there are 
the ‘gigglers’. These fall into two 
broad categories - those who start 
to giggle, put a brave face on and 
somehow get through (a sub¬ 
group are those who break down 
completely but manage to ring 
back minutes later and get 
through the rigmarole okay); and 
then there is the second group 
who probably never intended a 
serious vote in the first place, start 
giggling, then turn the call into 
something else altogether. It’s just 
as well that the team taking the 
details are broad-minded! 
Unfortunately this telephonic 
incontinence wastes a lot of time, 
especially when you get a bunch 
of people with unlimited funds for 
the phone who like to ring 
continuously and practise their 
party jokes or Capital Radio’s DJ 
of the year competition entries. It’s 
funny how the thought of an 
unmanned answering machine 
attracts the attentions of bored 
people! Still, when there’s the 
time, these calls can provide 
hours of amusement at the 
CRASH offices. But we would 
prefer to just get the votes! 

Roger Kean 

CRASHTIONNAIRE 

WINNERS 

The winner of the CRASH 
Questionnaire draw was J.S. 
Underhill of Bromley, Kent, who 
wins £50 worth of software of his 
choice plus an ubiquitous CRASH 
T-shirt. The three runners-up each 
get a T-shirt plus a three-month 
subscription to CRASH. They are 
Philip Brown from Hove, East 
Sussex, Christopher Powell 
from Oswestry, Shropshire, and 
Kevin Speiers from Croydon, 
Surrey. 

I would like to thank all those 
who took the trouble to fill out and 
send in the forms, which are still 
being collated for a final result. 


ONE CHR$ INKEY$ 

A new CRASH column which reflects the personal views of people who either 
read or write for CRASH. This month G.G. Watson, from Althorpe, South 
Humberside, hammers home the message. 


HAMMERING HOME 
THE MESSAGE 

By G.G. Watson 

As you lean back in your chair, 
monsters stare out at you with 
their glowing multi-coloured eyes. 
Space ships zapping anything, or 
anyone in their way, streak 
through sectors of the galaxy 
never visited before. Robots 
stumble across alien landscapes, 
tanks rumble through the ruined 
remains of planet Earth. Racing 
cars speed round and round. 

Frogs and all manner of creatures 
and entities hop and leap across 
imaginary dreamscapes. Evil 
beings and wizards cast their 
spells in devilish plots to enslave 
humanity. Unprotected man has 
only his wits to keep him alive. 

No, this is not the scenario for a 
complex new computer game! It is 
a subjective impression of the 
garish, sensational, software 
advertisements contained within 
the pages of any popular 
computer magazine you might 
care to mention. 

How exciting the new world of 
the home computer looks! These 
sparkling images entice us to 
immediately go round to our 
nearest computer shop to part 
with our money. Yes, be the first to 
own the electronic game which 
will strain the skills and 
intelligence of you and your 
friends to their limits. Dazzle the 
neighbourhood with this brilliant 
new toy. Those are some of the 
things advertisements tell us. 

Even negative reviews of a 
game cannot quite convince us 
that it will not spend much time on 
our television screen if the 
advertisement in all its glowing 
imagery has hooked our interest. 

The advertisements for 
computer software, and hardware, 
are slick and professional. It is 
only sbpity the games and 
machinery that they sing the 
praises of so well do not always 
quite live up to their inflated and 
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verbose lyrics. Which leads me to 
wonder if the people who produce 
the advertising artwork and 
literature should perhaps try to 
educate computer programmers 
and designers how to produce 
material that has an equal impact 
on our senses. 

Many commentators have 
noted the parallels between the 
computer software industry and 
the pop music industry. Indeed, 
some computer companies have 
encouraged this comparison by 
attempting to make their 
programmers into ‘stars’. 

Although this reflects the fast 
growing popularity of home 
computing and its status as a form 
of entertainment, it also means 
that hype and image become 
more important than the product. 

Taken to its extremes, can we 
one day expect to see screaming 
teenagers chasing after the 
programmers of their favourite 
games? Will prime time television 
shows feature the Top of the 
Floppies’ and contain promotional 
videos of programmers dancing 
Michael Jackson-type steps 
across back-projected images of 
their latest game? 


This might sound funny but it is 
not long ago that many games 
were produced in houses, 
garages, and crummy little offices. 
Now plush office suites and 
expensive, extremely fast, sports 
cars which lurk outside in the 
executive car park, are the order 
of the day. 

At the moment the software 
industry is booming and new 
talent is quickly utilised and 
promoted, just in the same way as 
the pop music industiy grew and 
.developed in the Sixties. But 
whatever happened to the music 
scene in the Seventies? It 
plummeted to the depths of 
banality and had to be knocked 
into sense by the punk revolution! 
Is this what will happen to the 
software industry in the Nineties 
or late Eighties? Will the hype and 
image being generated so 
carefully now kill off the creative 
flair and instanct that still survives 
today? 

Only time and the consumers 
will hammer home the answers to 
these questions, let’s hope 
everyone concerned will fare 
better than most space invaders 
or pacmen! 
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A fine day 
for tennis on 
your Spectrum 

This is Wimbledon. 

The home of British tennis, enjoying Britain's 
fine weather. 

But this summer, things will be different If 
rain stops play on court you’ll be able to carry on 
playing-with Sinclair's 'Match Point. 

'Match Point is one of six new, all-action 
programs for your Spectrum. It lets you play tennis 
against the computer, a friend, or just sit back and 
watch an exhibition match. 

Enjoy all the features of tennis - backhand 
and forehand shots, lobs, drop-shots, volleys, a 
scoreboard... even ball boys are on-call. 

But good tennis strokes aren't everything. 

To win the Match Point Open Championship 
you'll need skill and tactics. 

Luckily, though, you won't have to rely on 
the weather! 
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'Match Point has been 
developed by Psion, one of the UK's 
top software houses. 

You'll find it alongside Sinclair's 
other new titles-Stop the Express, 
Bubble Buster, Zipper Flipper, Eric 
and the Floaters and Driller Tanks- 
in the shops, today. 

At £7.95, its a real winner! 


Selected Sinclair software lines are available from 
W.H. Smith computer stores, larger branches of 
Boots, John Menzies, Greens and most other 
software stockists nationwide. 


Sinclair Research Ltd, Camberley (0276) 685311. 

@) Sinclair, ZX and ZX Spectrum are Trade Marks of 
Sinclair Research Ltd. 
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Worse Things 
Happen 
at Sea 

Producer: Silversoft 
Memory required: 48K 
Retail price: £5.95 
Language: machine code 
Author: Mindseye 

It’s hard to believe, looking at 
this latest Silversoft game, 
that worse things could poss¬ 
ibly happen at sea, but 
perhaps the author was refer¬ 
ring to R & R’s Titanic when he 
thought up the title, or perhaps 
he was thinking about White 
Star’s Titanic - that wasn’t a 
game! 

Here you are called upon to 
safely take a cargo ship from 
port to port. A diagram at the 
top of the screen shows the 
ports and your ship with a 
navigable distance that would 
take a few moments’ freestyle 
to complete for the poorest of 
swimmers. Judging the difficul¬ 
ties you are about to face from 
this innocent little diagramma¬ 
tic representation would be 
foolish in the extreme! 

You play the part of a robot 
(it’s an automated ship this 
one), and one can only sup¬ 
pose that the authorities allow 
the ship to leave port with its 
seaworthiness certificate 
signed because it only carries 
a crew of one, and a robot to 
boot. Boots, however, are of 
little use - throat length waders 
would be more appropriate, 
because this ship starts sink¬ 
ing the second it leaves port! 

The ship consists of 11 
areas, six on the top deck and 
five below. Each area is sealed 
off from the next by hatches, 
and hatches in the floor of the 
top deck access to lifts to take 
you down below. The top 
right-hand area contains a 
materialisation machine, from 
which your robot starts life, and 
next to it, a recharge chamber 
for restoring the robot’s power 
which is drained by work. The 
other rooms contain nefarious 
bits of equipment, but it is the 
pipe and pumping handles that 
are important. A patch is also 
supplied in each area, but only 
six pump handles for the 11 
pumps. 
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The sad state of the ship can 
be immediately seen on the 
lower deck where numerous 
leaks are letting the sea gush 
in. The rising level of water is 
shown by the normally white 
background turning black. The 
robot has several tasks which 
include opening and shutting 
hatches (green or red lights 
show above the hatch on either 
side, indicating whether it is 
open or closed), picking up 
patches and placing them over 
leaks and then pumping out 
the water in the particular 
room. Of course, you can only 
carry one thing at a time. 
Hatches should be left closed, 
as this slows down the rate of 
flooding between sections, 
and indeed, it isn’t possible to 
pump out a section if all the 
doors are open, as the water 
flows in too fast for the pump to 
cope. 

The screen display is very 
busy. About two-thirds is taken 
up with the depiction of a room. 
Moving through a hatch results 
in the display scrolling across 


to be replaced by the next 
room entered. Above this is the 
score and hi-score (shown in 
£), a diagram of the 11 rooms 
with the one you are in flashing 
(also the effect of rising water), 
a yellow square which indi¬ 
cates what object you are car¬ 
rying, a bar code showing 
robot energy, a course indi¬ 
cator (the robot has to keep the 
boat on course as well!) and 
gauges for temperature, water 
level and cargo value. As the 
water rises, so the cargo value 
sinks. 

Docking successfully at port 
results in your cargo remaining 
being evaluated for points. 
Lives are lost by running out of 
power, although to help a rapid 
return to the recharge chamber 
you can hyperspace, but this 
might take more energy than is 
left. Also, the robot short cir¬ 
cuits if he’s operating under 
weater, and this drains power 
faster. Should the ship sink, 
you at least have the satisfac¬ 
tion of watching the event on 
the screen at the very top. 


CRITICISM 

• This is a super-original 
game from Silversoft. The 
graphics and detail are very 
good and the game is very 
playable and addictive. I really 
enjoyed it and I’m sure this 
game will be a huge success. 
It’s probably one of the most 
original games of 84 so far. 
There are many features in the 
game to make it varied enough 
to give it lasting appeal - excel¬ 
lent!’ 

• 7 am amazed that such a 
simple idea - using a trusty 
robot to plug holes in a leaky 
old ship and keep it afloat - 
should prove to be so much 
fun to play. The side view of 
the ship is extremely pleasing 
graphically and well detailed 
and coloured. I found that after 
completing a few successful 
crossings that worse things 
began to happen at sea. For 
instance the ship kept going 
off course , the engine overhe¬ 
ated due to lack of oil , and 
more holes appeared in differ¬ 
ent places. Several great 
tunes are played , and the 
sound during the game is 
good. Silversoft have pro¬ 
duced an incredibly addic¬ 
tive , playable and attractive 
game. ’ 


• There are some games you 
come across that, based on a 
simple idea, are nevertheless 
completely compelling - this is 
one. Worse Things Happen at 
Sea is a nightmare of activity. 
At first it all seems fruitless, as 
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though you can never keep the 
ship afloat, but as you get bet¬ 
ter it seems easier. Unfortu¬ 
nately, the game has been 
programmed to grow with you! 
Oiling engines and steering 
wheels are added to the 
already Herculean tasks of 
pumping and patching. The 
graphics are really very good, 
crisp drawing and good colour¬ 
ing. A massive choice of keys 
is offered and the keyboard is 
very responsive too. All in all 
an excellent, original game. 
Great instructions on screen 
too.’ 

COMMENTS 

Control keys: Q/W left/right, 
E/R up/down, T = door/take, 

X = pump/power. There are 
five other combinations 
offered including cursors and 
Sinclair 

Joystick: Kempston, Cursor 
types, ZX 2 

Keyboard play: excellent 
responses 

Use of colour: very good 

Graphics: very good, plenty 

of detail and nice touches 

Sound: great tunes, very 

good throughout 

Skill levels: progressive 

difficulty 

Lives: 3 

Screens: 11 

Originality: very high based 
on concept and playability 
General rating: addictive, 
playable, generally excellent. 


Use of computer 88% 

Graphics 89% 

Playability 92% 

Getting started 86% 

Addictive qualities 94% 

Originality 95% 

Value for money 93% 

Overall 91% 


Antics 

Producer: Bug-Byte 
Memory required: 48K 
Retail price: £5.95 
Language: machine code 
Author: Adrian Sherwin 

In the time honoured cinema 
tradition of ‘once you’ve got a 
hit on your hands - hit it again’, 
Antics is The Birds and the 
Bees II. It can’t really be called 
Son of Birds and the Bees, 
since the hero of Antics is Bar¬ 
nabee, who happens to be a 
cousin to Boris Bee, the hero of 
the previous game. (Some of 



these games recently are get¬ 
ting a cast list as complicated 
as a Shakespeare play!). 

The scenario states that 
Boris Bee (he of B&B fame) 
has been set upon by a vicious 
gang of ants and locked away 
somewhere within their nest, to 
await a terrible fate (what, 
worse than death?). Fortu¬ 
nately for Boris, help is at hand 
in the shape of his cousin Bar- 
nabee, who is about to launch 
a daring mission of rescue. 

The game takes the form of 
a large number of interlinked 
mazes which represent the 
various layers of the ants’ nest. 
Barnabee starts off above 
ground by his hive and can fly 
to the right through four 
screens avoiding the blue birds 
which kill on contact. In screen 
three and four there are entr¬ 
ances to the ant complex 
below ground. The object is to 
discover the whereabouts of 
imprisoned Boris and rescue 
him. Boris will follow Barnabee 
if he is close enough, but Boris 
is weak, so you have to fly 
slowly on the way out back to 
the hive. 

The nest is infested with ants 
and beetles. Contact with 
these creepies will sap Bar- 
nabee’s strength (Bar code 
above) but visiting the flowers 
that also live in the nest will 
restore strength through pol¬ 
len. Some flowers have the 
property of opening up walls in 
the mazes when they are vis¬ 
ited. The wall opened may not 
be in the maze on screen at the 
time. In some mazes the walls 
are weak and will collapse as 
Barnabee touches them. 


There are also energy-sapping 
thorns embedded in the walls 
of the mazes. 

Antics is played To the tune 
of Bach’s Tocata Fuge in D - a 
sort of jazzed up version. Is 
that why J.S. Bach appears in 
the halls of fame along with 
Mrs Mopp, AAAAAAA and Mr. 
Spock? There’s also Dr. Jones 
Did Not Believe It in there too. 


CRITICISM 

• ‘Don’t prejudge this game 
because it’s a follow up to The 
Birds and the Bees - it does 
have the same style graphics, 


ingly difficult to outrun and 
keep you active enough. The 
sound is just great with a well- 
known tune played continu¬ 
ously (like Manic Miner and Jet 
Set Willy). This can be 
switched off if it drives you 
mad. The keyboard laybout is 
just perfect (in fact same as 
JSW). The bee flaps his wings 
very realistically and does 
have forward momentum (you 
can’t stop dead right away). 
Overall a highly addictive 
game - I must just have one 
more go before switching 
off... 

• This is a great game. There 



but the game itself is much bet¬ 
ter. Also, saying the game is 
totally arcade would be wrong; 
there are several elements of 
adventure and even strategy 
involved. The graphics are well 
drawn and colourful. Although 
not a great deal is going on on 
the screen at once, don’t worry 
- ants and beetles are surpris- 


isn’t a lot more I can say. It’s 
got great graphics, continu¬ 
ous tunes, it’s playable and 
addictive and I think it’s excel¬ 
lent. ’ 

• ‘Antics is a polished piece of 
software with many neat 
graphics touches like the scrol- ^ 
ling Hall of Fame, the names ^11 
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SPECIAL OPERATIONS 

SPECTRUM £5.95 

“Special Operations has class. If they can do this 
with a humble Spectrum, what kind of games can 
we expect for the QL” computer choice 

A graphic adventure. Pick your force to locate, 
photograph, penetrate and eventually destroy 
Hitler's secret germ warfare establishment. 

J0NNNYRE8 

DRAGON/TANDY 32K, COMMODORE 64K, 
MEMOTECH MTX 500/512 £6.95 
ALSO FOR SPECTRUM £5.50, ELECTRON/ 
BBC B, ORIC/ATMOS £6.95 

“I could quite easily get addicted... very user 
friendly... good value for money” electron user 

There’s still plenty of fight left in the Confederate 
South as each side selects forces to do battle on a 
full graphics battlefield. One or two players. 


CONFRONTATION: SCENARIOS VOL / 

SPECTRUM £5.95 

For use with the Master CONFRONTATION program, 
this add-on pack gives you four scenarios set in 
actual 20th Century Conflicts: Afghanistan, Angola, 
Sinai and Kent following the German Invasion in 
1940. 


SCENARIOS 
VOLUME 1 


CROC A8L0C CHARLIE 
COMMODORE 64 £6.95 

Caught in a time-warp, Charlie 
is trapped in a sealed 
warehouse. Avoiding the 
robots and ferocious guards 
he builds a time door to 
escape to the next 
warehouse. 2 screens, 16 i 
increasingly difficult levels. I 
Sound and smooth 
machine-code graphics, fl 


everything that moves, intrepid DIGGER 
explorer Hugo First fights his atmos/oric 48K £6.95 
way through the spooky Monsters in the mineworkings 

mansion collecting weapons, try to stop you taking your gold 
wakens Dracula and condemns to the Bank. Clear the screen 
him to a fiery hell. Great effects and they re-emerge with new 
and sound, good machine-code recruits (up to 60!) and the 
graphics. 10 levels. 3 Lives. game speeds up. 4 lives. Great 
7 screens. sound and graphics. 

Specie! Offer Look out for the couponed packs - shops and mail order. Buy 3 special offer 
games (see asterisks). Collect 3 coupons and return to us for a free Lothlorien game of your choice. 
See pack for details. Offer applies to UK and Eire only. Closing date 30th November 1984. 


ZX8116K 

* Micromouse £5.95 0 

COMMODORE 64 

* Choc a Bloc Charlie £6.95 P 
‘Micromouse £6.95 □ 
Johnny Reb £6.95 □ 

ATMOS/ORIC 48K 

‘Digger £6.95 P 
Two Gun Turtle £6.95 □ 
* Spooky Mansion £6.95 □ 

DRAGON/TANDY 32K/ 
MEMOTECH MTX 500/512 

Johnny Reb £6.95 □ 


Please send me (tick box) the following games: a 

SPECTRUM 48K 

Special Operations £5.95 □ 

* Realm of the Undead £5.95 □ 
* HyperBlaster £5.95 □ 
Micromouse (16/48K) £5.95 □ 


* HYPERBLASTER 

REALM OF THE UNDEAD SPECTRUM £5.95 

spectrum £5.95 You are commanding a 

Can you fight off the vampires prototype spacecraft on a test 
to reach the subterranean flight when you are attacked by 
dungeons of Dracula’s Castle, an Alien force. Dare you test 
where you release the villagers your Hyperblast and plunge into 
and Dracula, who must be Hyperspace? Fast action. 100% 
lured to his coffin for the final machine-code. 15 screens, 
chill? 3 screens. Keyboard manoeuverability. 


Confrontation - Master Program £7.95 □ 

,* Confrontation - Scenarios Vol I £5.95 Q 
Mummy Mummy £5.95 □ 

Grid Patrol £5.95 □ 

Bedlam Blaster (16/48K) £5.95 □ 

Beetlemania (16/48K) £5.50 Q 

Please send me a free colour Catalogue. □ 

* Contains special offer coupon. 0thers_——__ - 

I enclose a cheque/P.O. made payable to M C Lothlorien. Please debit my Access A/C No. 

Signed_!_-j—-Name--—— 

Address_«-—— --—*——*-- £ - 


You’ll find the full range of Lothlorien A m 

ACTIO NMASTE R, WARM ASTER gSTjl WH Smith ■ 
and ADVENTUREMASTER games ” ' ■ 

at leading record shops and good r __ ~i 

software shops, including * ^ trader i 

- . .... ._ klrC (selected 

NaWaOa outlets) 

For a complete list of Lothlorien Games send for a FREE colour catalogue. Fill in the coupon today. 

M C Lothlorien, 56a Park Lane, Poynton, Stockport, Cheshire. SK12 IRE. Tel: Poynton (0625) 876642 


(selected 

outlets) 


(selected 

outlets) 


__ ~ _ m _Key No._J 

Send to: M C Lothlorien, 56a Park Lane, Poynton, Stockport, Cheshire. SKI2IRE 
Tel: Poynton (0625) 876642 


Post Code. 


makro 


more action for your money 
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scrolling up while disppearing 
behind the horizontally scrol¬ 
ling game details. Simple keys 
(left, right and flap wings) make 
control something that you 
don’t have to think about, 
although any joystick will work, 
the keyboard is better. What 
makes Antics a non-standard 
maze game is the adventure 
element whereby visiting cer¬ 
tain of the flowers allows exits 
in the maze which weren’t 
there before to open up. At first 
I thought Antics was a charm¬ 
ing looking game with not 
much going for it, but a few 
minutes playing soon cures 
you of that. Controlling Bar- 
nabee is a difficult task as he 
has a high inertia - guiding him 
through narrow openings in a 
vertical wall can be very frus¬ 
trating when stamina is run¬ 
ning out. This is a game that 
needs a map drawn! Very 
playable and surprisingly 
addictive.’ 


COMMENTS 

Control keys: Q/W and 
alternates on rest of row = 
left/right, 

bottom row=flap wings, 
S=sound on, A=sound off. 
Joystick: any 
Keyboard play: with three 
keys, very easy; keys are 
responsive but it takes getting 
used to the momentum factor 
Use of colour: excellent 
Graphics: excellent - smooth, 
detailed, fast and clear 
Sound: excellent- 
continuous tune which 
manages to continue while a 
death rattle sounds if you lose 
your life! 

General rating: original, 
playable and addictive - 
excellent value and highly 
recommended. 


Use of computer 89% 

Graphics 90% 

Playability 92% 

Getting started 87% 

Addictive qualities 92% 

Originality 87% 

Value for money 90% 

Overall 90% 
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Smiffy gives up computers for gardening - but is it a wise decision? 
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Revenge of 
the Killer 
Tomatoes 

Producer: Visions 
Memory required: 48K 
Retail price: £6.95 
Language: machine code 
Author: Kevin Bezant 

Visions describe this game as 
a ‘Video Nasty’ - a game which 
gives a whole new meaning to 
the phrase, meat and two veg. 
The meat in this case is Vis¬ 
ions’ dashing young hero 
Smiffy, who appeared in the 
computer complex of 1994. He 
is now enjoying a much quieter 
occupation - cultivating the 
soil. But in this garden the rows 
of cabbages move all over the 
place and it is infested with kil¬ 
ler tomatoes (make sure they 
don’t ketch-up with you), 
psycho swedes (no 
xenophobia intended) and 
manic mushrooms (no refer¬ 
ence to any other game 
intended). Scoring is done by 
awarding points for every 
weed pulled, completing a 
day’s work and points are 
docked for treading on the 
cabbages. 

The screen display is very 
uncluttered with no score lines 
or other info visible - this gives 
a large playing area, which 


takes the form of six rows of 
large cabbages by four rows 
across. Alternate lines move in 
opposing directions. Weeds, 
blue in colour, appear at ran¬ 
dom points and times, also 
moving along with the cab¬ 
bages. The killer veg moves 
indepdendently, but bounces 
off the cabbages. Between 
attack waves the display 
informs you of what to expect 
next. 

Game instructions and 
objectives are well displayed 
on several sheets which can 
be called up from the menu. 

CRITICISM 

• ‘This is a good game featur¬ 
ing some very high-quality 
graphics - very smooth. The 
game is both original and play¬ 
able (a rare feature lately). I 
enjoyed it, especially as it had 
a fairly high degree of addictiv- 
ity.’ 

• ‘If gardeners/programmers 
imagine that tomatoes, mush¬ 
rooms and swedes will turn 
savage one day then there’s 
no hope for any of us! A highly 
original idea. There’s not much 
that can be said about this 
game, just that all the graphics 
are large, detailed, colourful 
and they move about the 
screen smoothly. After a while 
I found the game became tir¬ 
ing due to the way that the 
cabbages move about the 
screen with the other veg 


manoeuvring around them. 
You may find Killer Toms has a 
lasting appeal, but I thought 
that the novelty of the veg 
multiplying every so often not 
only daunting but boring. An 
original video nasty that won’t 
grow on you!’ 

• The hero, Smiffy, is 
instantly identifiable as the 
hero of Visions’ 1994 game, 
and it looks as though the 
same movement routine has 
been used. What worked in 
that game, works less well 
here, as Smiffy seems to gal¬ 
lop rather than potter (or what¬ 
ever it is you do in gardens). 
The idea is original and well 
implemented with excellent 
graphics and good instruc¬ 
tions, but once into the rhythm, 
it becomes quite easy to stay 
alive and score points. The 
tomatoes are the least intellig¬ 
ent killers, with the mushrooms 
being positively aggressive 
chasers. In later attack waves 
you get increasing numbers of 
killers and mixed veg varieties. 
Quite addictive, but perhaps 
the appeal won’t last all too 
long.’ 


COMMENTS 

Control keys: user-definable 
- requires four directional keys 
Joystick: Almost any via 
UDK, plus ZX1 and ZX2 
interfaces 

Keyboard play: self-selected, 
very responsive 
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Use of colour: clear, but 
limited, nicely used in 
instructions 

Graphics: very good, smooth 
and detailed 
Sound: average 
Skill levels: 10 
Lives: 5 

Originality: nothing else like it 
on the market 

General rating: with a range 
of skill levels and reasonable 
addictiveness, good value. 


if any bubble should hit you. 
Points are only scored for hit¬ 
ting the small bubbles and 
bursting them. 

The first three stages have 
increasing numbers of bub¬ 
bles. The fourth is a bonus 
point stage where the bubbles 
don’t harm you and you must 
score as much as you can in a 
limited time period. After this 
everything repeats at a greater 
pace. 


Use of computer 81 % 

Graphics 78% 

Playability 77% 

Getting started 75% 

Addictive qualities 70% 

Value for money 65% 

Overall 74% 


CRITICISM 

• Bubble Buster is another 
relatively original game pro¬ 
vided by Hudson Soft for Sinc¬ 
lair. It’s a shoot ’em up but the 
aliens are of a different breed. 
In fact, if you saw the recent 
re-run of The Prisoner on TV, 
you may know what they are - 



Galaxian bubbles in a game of what goes up must surely squash you flat when 
it comes down. 


Bubble 

Buster 

Producer: Sinclair 
Memory required: 48K 
Retail price: £5.95 
Language: machine code 
Author: Hudson Soft 

Bubble Buster is pretty simple 
to describe. You are a small 
man at the bottom of the 
screen and you can move left 
or right, firing missiles 
upwards. A large yellow 
bubble comes sailing in from 
the top left and bounces about 
all over the place. The object is 
to hit it, when it will split into two 
smaller bubbles. Hitting one 
of these will cause it to split into 
three tiny bubbles, and each of 
these hit will burst. You’re dead 
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bubbles. The graphics, though 
simple (i.e. round things) are 
extremely well animated. The 
bubbles move just like the real 
thing with gravity involved to 
make them bounce about all 
over the screen. I found this to 
be a very original shoot 'em up 
type of game - it had a fair bit of 
addictivity but did tend to 
become a little repetitive. 
Perhaps a little variation would 
have improved the situation.’ 

• Why Sinclair should have 
put out a game as simple as 
this one makes me wonder 
whether they ever designed 
computers in the first place. 
Shooting balls with what looks 
like an arrow tied to a piece of 
green gardening string is not 
very thrilling. This game does 
have an element of 
“ Asteroids ” when balloons 
split - but not very effective. 
Both colour and sound are 


weak and could be improved 
upon. The keys are responsive 
but not well positioned. Over¬ 
all, a fast, completely uninter¬ 
esting game. ’ 

• Bubble Buster is a very 
simple idea, which turns into a 
pretty fast game the further you 
go. However, the initial fun 
wears off very fast too, as 
there’s little more to it than 
shooting balloons and dodging 
them. I’m not saying this is an 
easy task, but some of the diffi¬ 
culty involved is a bit unfair. 
“You” are just fat enough a 
character to get hit by the bal¬ 
loons too easily, so there’s no 
fine adjustment possible, 
which lowers the skill factor. 
And that together with the 
extreme simplicity of the game 
means it isn’t very thrilling to 
play for more than about ten 
minutes. The graphics are 
reasonable, with good bounc¬ 
ing effects, but “you” are a bit 
primitive looking, and couldn’t 
a bit more fun have been 
added with some more col¬ 
ours? Not really worth it.’ 


COMMENTS 

Control keys: AID or J/L 

left/right, CAPS/SPACE = fire 

Joystick: ZX 2 

Keyboard play: responsive, 

but slightly irritating with the 

left/right key 

Use of colour: poor 

Graphics: large, fast, not 

detailed 

Sound: fair 

Skill levels: progressive 
difficulty and speeds 
Lives: 3 

Originality: not totally original 
as concept seems to be based 
on several others like 
Asteroids, Galaxians and 
Breakout 

General rating: fair. 


Use of computer 70% 

Graphics 61% 

Playability 53% 

Getting started 66% 

Addictive qualities 45% 

Originality 45% 

Value for money 58% 

Overall 57% 


Casey Jones 

Producer: Blaby 
Computer Games 
Memory required: 48K 
Retail price: £5.50 
Language: machine dode 
Author: Gary Capewell 

Blaby packaging has always 
been quite novel and with 
Casey Jones the company has 
gone on to the larger plastic 
cassette case with a cover 
insert which shows a lovely 
photograph of an old American 
Loco belching smoke as it 
rushes along the track. There 
was a critic whose words 
appeared in this magazine 
who said once that he couldn’t 
understand why software 
houses always insisted in edu¬ 
cational games of illustrating 
the word TRAIN with a picture 
of a steam locomotive when 
they (disappeared from our 
railways almost two decades 
ago. Well, in Casey Jones the 
anachronism is obviously quite 
intended. As it says on the 
cassette blurb, ‘Here’s your 
only chance to pilot a steam 
engine. Not only does this train 
fly but also has an unlimited 
supply of megatron missiles.’ 

Wouldn’t John Wayne have 
loved it! 

The anachronism goes even 
further of course, for Casey 



Jones is really a Moon Buggy 
type game where you must 
leap the craters and obstacles, 
shoot away those too big to 
leap, and contend with mur¬ 
derous ‘aliens’ hovering above 
you. The 12.15 from Bour¬ 
nemouth is delayed due to hos¬ 
tile alien activity . . 

The screen presents you 
with a graphic representation 
of the steam loco on the cover 
which travels left to right 
against a scrolling background 
of rails, fences, telegraph 
poles and mountains. The 
aliens drop bombs which will 
destroy the engine if it’s hit, 
and which leave fires burning 
in the ground - these also des¬ 
troy the engine. Getting 
through all the attack waves 
and reaching the station will 
launch you on to the track 
again with a tender behind the 
engine, making a bigger target. 

The aliens in this game are 
unusual. The first wave con¬ 
sists of barmy burgers - a 
reference to Blaby’s game of 
the same name; from then on 
there are various ‘in’ joke 
references with aliens ranging 
from Eugene’s toilet, Horace to 
camels, Access cards and 
Daleks. Eighteen attack waves 
in all. 
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It’s a long way to the station on the Blaby Chatanooga Choo Choo. 


CRITICISM 

• ‘This is a “Moon Buggy” 
type game but with a train. The 
use of sound and graphics is 
good. Generally everything is 
good except for playability; the 
train is an easy target and its 
jumping must be closely timed. 
The game seemed too hard to 
be fun - it was more of a task. 
Even so, it is reasonably addic¬ 
tive as it’s always nice to see 
what the next attack wave is 
and so on.’ 

• The game is quite difficult 
until you get the hang of dodg¬ 
ing bombs. Your train flies very 
well, and for the first time with 
this type of game you can 
move the train left and right 
(well, backwards/forwards) in 
mid-air - very useful. To each 
wave there is a different alien. 
Reaching the station is quite 
a task - and then you play the 
game again but with a tender 
attached, and this is much 
more difficult. The graphics 
are detailed and varied, and 
colour is well used. The sound 
is fair and could have been 
much better. This is an original 
graphic presentation of the 
standard “Moon Buggy” con¬ 
cept. ’ 

• ‘Casey Jones is fun and 
hard at the same time. The 
graphics are fun because they 
are original and large and they 
all move quite well. The train 
does present a rather large 
target for the alien bombs 
which adds to the game’s diffi¬ 
culty, on the other hand the 


programmer has made it the 
most controllable vehicle of its 
type. You can take neat little 
hops or gigantic run-at-’em 
leaps. With so many attack 
waves there is plenty to do, but 
perhaps there could have been 
more levels of play. All in all, 
fun and addictive in play.’ 

COMMENTS 

Control keys: Z/X left/right, L 
to jump and ENTER to fire 
Joystick: Kempston 
Keyboard play: good 
positions and very responsive 
Use of colour: very good 
Graphics: large, detailed, 
quite fast and smooth 
Sound: mixed feelings from 
very good to average - it is 
quite powerful though 
Skill levels: progressive 


Turtle 

Timewarp 

Producer: Perfection 
Software 

Memory required: 48K 
Retail price: £5.95 
Language: machine code 
Author: Tim Williams 

Perfection entered the games 
software business with a flour¬ 
ish and their game Odyssey 1 , 
which won a programming 


difficulty 
Lives: 3 
Screens:18 

Originality: game type is 
quite common now, but 
presentation is highly original, 
a fact which is reflected in the 
rating below 

General rating: an above 
average to good game with 
new features and quite 
addictive to play. 


Use of computer 70% 

Graphics 74% 

Playability 62% 

Getting started 71% 

Addictive qualities 64% 

Originality 68 % 

Value for money 69% 

Overall 68% 


prize. Turtle Timewarp is their 
fourth program, set in a world 
disrupted by thermonuclear 
destruction. The last 
humanoids have gone leaving 
behind turtles which have not 
suffered mutation like all other 
creatures because of some 
unstated alien intervention. As 
the biggest and strongest turtle 
you must go around collecting 
smaller turtles and carry them 
off to the dubious safety of 
houses left behind by humans. 
Using the timewarp gate pro¬ 
vided by the aliens, you must 
go from land to land collecting 
all the turtles. 


In this doom-laden ‘Day 
After’ world, all the mutated 
creatures fancy a bity of turtle 
and your only hope is to drop a 
stun bomb in a mutation’s path. 
This leaves it safe to cross over 
it for a short period, but there’s 
only one stun bomb allowed on 
screen at any one time. Extra 
bombs may be obtained from 
the lair which appears at the 
centre of the screen from time 
to time. 

The screen takes the form of 
a simple maze with several 
dead ends. Tucked into the 
dead ends are large sized 
question marks, eight in all. At 
first you are chased by two 
mutations, but the question 
marks may be small turtles or 
they may be more mutations 
which will give chase after two 
seconds. If it’s a turtle it will 
cilmb on your back and a 
humanoid house will appear 
somewhere on the screen. 
You must deposit the small tur¬ 
tle safely and then go for 
another. When five have been 
rescued the timewarp gates 
will appear in the centre of the 
screen and you may move to 
another land where there will 
be more mutated creatuires to 
chase you - of course! The 
maze forms are different on dif¬ 
ferent screens. 

CRITICISM 

• ‘Yet another original game 
with a great idea. The screen 
layout is quite good although 
the graphics range from fair to 
good. Colour could be better 
used. Teams of mutations tend 
to gang up on you giving no 
chance to get away - this does 
tend to make a fairly simple 
game into one much more dif¬ 
ficult. The timewarp gates 
rotate very well. The sound is 
fair during play but there is a 
great, well-known tune, while 
the computer waits for a key. 
Quite a good game from Per¬ 
fection - again, this one lacks 
something on the content side, 
but this improves after about 
10 minutes of continuous play.’ 

• 7 must say, I found the turtle 
a little hard to control because 
this is one of those games 
where your “man” moves 
under his own steam, chang¬ 
ing direction with a keypress. 
Still, you get the hang of that 
quite quickly. A joystick cer¬ 
tainly helps, as things move 
very quickly once there are 
several mutations after their 
dinner, and in this respect the 
game is very good as it has 
user-definable keys to suit 
most joysticks. The graphics 
are a bit variable with a some- 
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what simple looking turtle that 
isn’t animated. But he does 
curl up nicely - or withdraw 
into his shell, should I say, and 
the mutations are very effec¬ 
tive. Quite addictive. ’ 

• Turtle Timewarp calls for a 
fair amount of skill in getting 
safely round this hazardous 
series of mazes, especially as 
the chasers are quite intellig¬ 
ent. The idea of never knowing 
whether you are about to catch 
a turtle or a nasty cold does 
keep you on your toes. I liked 
the game and found it addictive 
because it does get very hard 
as you progress.’ 

COMMENTS 

Control keys: user-definable, 
four needed for direction and 
one to drop bombs 
Joystick: almost any type via 
UDK 

Keyboard play: responsive 


Use of colour: although 
generally good, perhaps it 
could have been more varied 
Graphics: quite detailed, 
reasonable in movement 
Sound: only useful beeps 
during play, but good tune 
Skill levels: progresive 
difficulty 
Lives: 3 
Screens:10 

Originality: a novel type of 
creepie based on the maze 
format 

General rating: above 
average to good with 
addictiveness. 


Use of computer 83% 

Graphics 70% 

Playability 72% 

Getting started 73% 

Addictive qualities 70% 

Originality 68% 

Value for money 69% 

Overall 72% 


moment. On some screens, 
the apples are entombed 
within rooms lacking doors. 
You are also provided with a 
blaster to shoot out the walls. 
Both blaster and panic button 
eat heavily into your time limit, 
and all the apples must be 
eaten before this is up in order 
to progress to the next, more 
difficult screen. 

CRITICISM 

• ‘I couldn’t see any point in 
playing this game whatsoever. 
What’s so fantastic about eat¬ 
ing apples and bananas, whiz¬ 
zing round the block at super 
speed? The graphics are small 
and insignificant, moved by the 
block, although quite detailed 
and fast moving. The brick 
walls are quite well drawn, but 
the guards look more like jugs! 
The keyboard layout is good, 
being very responsive - 
perhaps over-responsive. But 
it’s a poor-quality game with an 
unknown joystick option.’ 


at least he is with a joystick 
(programmable, because the 
joystick option stated on the 
inlay doesn’t actually say what 
protocol it’s for). Amusing for a 
while, but the primitive looking 
graphics and the lack of any¬ 
thing worth while to do makes it 
unaddictive.’ 


COMMENTS 

Control keys: Q/A up/down, 
O/P left/right, BREAK = blaster, 
1 = panic 

Joystick: unstated 
Keyboard play: better than 
with joystick, as keys well laid 
out and responsive 
Use of colour: average 
Graphics: block, small fast 
moving 

Sound: average 
Skill levels: 6 
Lives: 5 
Screens: 10 

Originality: well there’s not 
much else like it, but collecting 
items and dodging guards isn’t 



Jug-eared guards, rotten apples and blue bananas to drive you nuts in Froot 
Loop. 


Froot Loop 

Producer: NTD Software 
Memory required: 48K 
Retail price: £3.00 
Language: machine code 

Froot Loop’s a pretty simple 
game to describe. You are a 
small black face on the outside 
of a series of variously shaped 
rooms with single entrances to 
them. Inside the rooms there 
are green apples which you 
must go round eating. In some 
rooms there are pale blue 
squares which kill you off if you 
should run into one. Now and 
then the apples go rotten and 
picking one up will also kill you 
off. However, when this 
unseasonable occurrence 
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takes place, dark blue 
bananas appear in some 
rooms, and eating one of these 
will unaccountably restore the 
rotten apples to wholesome¬ 
ness once more. 

To make life more difficult, 
there are guards patrolling the 
outside of the rooms. Should 
one get too close you can hit 
the panic button which will 
freeze the guards for a 


• /There is a sort of manic 
quality to Froot Loop which 
might appeal to some, but it 
didn’t to me. The scroling up of 
the screens at the end when 
you have cleared one is nicely 
done. But as to the game itself, 

I wouldn’t recommend it, as 
there is so little to it. Yes, on the 
higher skill levels it is fast, but 
insanely fast, pointlessly fast. 
When will software houses 
wake up to the fact that sheer 
speed in a game isn’t what 
makes them difficult. ’ 

• ‘For about half an hour I 
think Froot Loop might appeal 
as a somehwat mindless pur¬ 
suit, but it’s appeal is bound to 
be limited because there isn’t 
much to do, and in the end too 
many lives get lost not through 
lack of skill but because the 
man is too hard to control well - 


all that original 
General rating: below 
average, but better value for 
money due to price. 



Use of computer 
Graphics 
Playability 
Getting started 
Addictive qualities 
Originality 
Value for money 
Overall 


60% 

51% 

48% 

53% 

38% 

44% 

58% 

50% 
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To. . . Beyond Competition House, { 

Famdon Road, Market Harborough, 

Leicestershire LEI9 9 NR. 

1 


Please send me . . . 

QTY 

Total Price 

THE LORDS OF MIDNIGHT £9.95 


PSYTRON £7.95 


SPELLBOUND £5.95 


BEYOND ORDER HOTLINE 0858 34567 
BEYOND ENQUIRY HOTLINE 01-251 8496 

GRAND 

TOTAL 



all prices include p&p 


I enclose a Postal Order/Cheque payable 
to Beyond, or charge my credit card. 


Card Number 


Access/Visa (Delete as necessary) 

NAME 


ADDRESS 


POSTCODE 


SIGNATURE 


Please rush me details of the “ENTER the BEYOND” 
Software Club . . . 
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S LEAGUE 
ANALYSIS 


FOOTBALL 

£7.95 

48K Spectrum 

League Analysis - 
Easy to use Pools 
Prediction. 

With 9 methods of 
team performance 
analysis - let your 
Spectrum guide you to 
your pools selection. 


FIGHTER 

PILOT 

£7.95 48K Spectrum 

Joystick compatible. 

A spectacular flight simulation of the world’s 
most exciting jet fighter with stunning 3-D 
cockpit view and the most realistic air to air 
combat ever seen on the spectrum! 


KS r'Cr C ^ x 

V°t ^ 6 
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Selected products 
available from: 

Boots, Woolworths, H.M.V., 
Menzies, Greens, Lasky’s, 
Rumbelows, Selfridges, 
Spectrum Dealers, 
Video Palace, Zappo, 

71% and al1 9 ood 

* m -# Computer shops. 


JIGITAL 
TON 

floor Trade Centre, 
, * „ Watchmoor Road, 

Camberlpy, Surrey GUI5 3AJ 

T \ 


Sk u 

Please send me the 
following games for 
the Spectrum 


Lifetime Guarantee Cheques payable to Digital Integration 

I enclose a cheque/P.O. for-Total. 

Name- 
Address- 


Night Gunner 48K IZI£6.95 

Fighter Pilot 48K □ £7.95 

Football 48K □ £7.95 

Taxi (Any Spectrum) □ £5.50 

VAT and p. & p. inclusive within UK 
(Overseas inc. 55p. per cassette) 

Trade and Export enquiries 
welcome. 

Please send to Digital Integration, DeptCM4 

Watchmoor Trade Centre, Watchmoor Road, Camberley, Surrey GUI5 3AJ 


Or debit my Access 


1 Account No. 

11 i 11 i m i m i m i m 

wrm 


Tele Sales Camberley (0276) 684959 

1 Access )| 




























How three dimensional is the 3D game? Software 
houses have been sticking the prefix 3D on com¬ 
puter games for some time now. It’s supposed to 
help them sell better. But does 3D work, and are 
all the games labelled as 3D really 3D? CRASH 
makes an attempt to put things into perspec¬ 
tive ... 




3D OR NOT? 

At a small gathering of the computer press held by 
Hewson Consultants in mid-May, programmer 
Steve Turner presented a short lecture on 3D in 
computer games. Steve is known for his trilogy of 3D 
games produced by Hewsons around the Seiddab 
theme. Both Steve Turner and Hewsons are con¬ 
cerned about the definition of 3D, and feel that the 
press should attempt a definition of it. At the gathering 
Steve put forward his own definition: 


‘The player should, for the 
majority of the playing time, 
appear to be immersed in a 
dynamic playing area. There 
should normally be some 
approximation to true pers¬ 
pective unless other sufficient 
strong 3-dimensional cues are 
present. 


‘This definition allows two 
main types of game to be clas¬ 
sified as “3D”. In the first type 
the player is represented by a 
figure on the screen but his 
view is from a fixed position 
above and outside the playing 
area. 3D effects are generated 
by strong visual cues in the 
shapes and shading of the 
playing area. In the second 


type the player is not rep¬ 
resented on screen but ins¬ 
tead has an “eyeball” or 
“cockpit” view of the playing 
area. He can manoeuvre 
within the arena and 3D 
effects are generated by 
perspective and parallax 
using a vanishing point. ’ 
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LOOKING BACK 


3D arrived in home computer 
games before the Spectrum. 
Malcolm Evans (New Gener¬ 
ation) had written his Monster 
Chase (we misleadingly 
implied his game Escape for 
the Spectrum was his second 
when it was actually Monster 
Chase) for the ZX81 - a classic 
example. When the Spectrum 
arrived on the scene there 
were a few rapid conversions 
of 3D games to take advantage 
of the better graphics and col¬ 
our. The prefix ‘3D’ was 
immediately recognised as a 
‘selling point’ and was often 
employed quite untruthfully. A 
not uncommon trick was to add 
shading to the edges of, say, a 
maze and call the result 3D 
even though the game actually 
played like any other 2D game. 

But before games canJfe^ 
defined as 3D or not, it’s impor¬ 
tant to establish exactly what 
3D is. 

From the earliest of times 
mankind has been driven to 
represent the real world he 
sees about himself as an 
image on a flat surface. The 
caveman painted on cave 
walls, Leonardo da Vinci had 
his canvas and George Lucas 
uses the cinema screen. What 
is common to all three is that 
they must convert the three 
dimensional inspiration to rep¬ 
resent it on a two dimensional 
area and then convince the 
onlooker that what he is seeing 
is real. 


MAKING REAL 
WHAT IS NOT 


Humans have two eyes, set 
slightly apart. Each eye pro¬ 
vides the brain with an image, 
but these images are offset 
from each other by a tiny 
amount. You can achieve 


triangulation (a method of judg¬ 
ing the distance to an object) 
as long as there are two ' 
gulation points. The 
two such points, ai 
of the offset imag' 
able to calcula) 


is 


m 
esult 
brain 
distance 
It is this 



three dimensionality. 

There is a second form 
perspective, usugllyn^eterredto 
as Projection or Isometric 
Perspective. It is used a lot in 
“drawings (see figure 
depicted are 
ibove and to one 
of allowing\(ines 
th to diminish in 
as they move away fn 
bserver (in accordanci 
anishing Point Perspec 
:hey are made to remain 
ntical. Games like 3D Ant 
or the classic arcade 
r axxon are examples of 
soft of 

Isometric perspective can be 
quite realistic as long as other 
issance visual cues are provided. An 
ut AD important addition is that of 
ixlmine light and shade. The brain 

and accepts that sunlight comes 

from one side and affects a 
solid object. Look at figure 3. 
What you see is a hexagon 
such a (six-sided sh&pe) with three 
an onlookerX could ^lines radiating from the centre 
With fittl^ effort it can be seen 
\as a 
But in 

has been added, and now 
theres no doubt you are 
seeing a three dimensional 
cube. 

> Another visual cue which 
helps isometric perspective to 
work is what we might call Hid¬ 
den Views. Figure 5 depicts 
two circles, one broken by run¬ 
ning into the other. Because 



and therefore dep 
sense of depth wh^ 
ceive in the world 
that has driven artisti 
ate it in paintings. 

During the ren. 
period (starting abo 
1290) artists began to e 
the concept of perspeci 
within another century 
worked out the mathei 
required to reduce the 
world to a flertcanvas in 
way that arTonlooker 
/xbetiqj^^e was really sefetog a 
^ggestron of depth in the pic- 
tuke. None of these devices 
has changed over the interv§p^ 
ing years, and today’ s Qj 
ter programmers must still u: 
them if they wish to create a 
three dimensional image. 

Perspective is the most 
important, but there are other 
visual cues which tell the brain 
that an object has depth. The 
classic form of perspective is 
usually referred to as Vanish¬ 
ing Point Perspective. Put 
simply, this says all parallel 
lines converge at a point on the 
horizon (see figure 1). From 
this simple concept, all other 
forms of visual cue emerge. 

It doesn’t take much imagi¬ 
nation to take this concept a 
stage further and state that an 
object nearer to the observer 
will be larger than a similar one 
which is further away; nor that 
an object which is not moving 
actually straight at the 
observer will appear to take a 
diagonal path across the 
observer’s field of view. From 
these three basic ideas, most 
computer games derive their 


three dimensional cube, 
in figure 4 some shading 


the unbroken one is bigger, we 
have no difficulty in accepting 
that the two circles are identi¬ 
cal in size but that one is smal¬ 
ler because it is farther away 
from usi/and we know there¬ 
fore thpt it is really disappear¬ 
ing slightly behind the nearer 
one. Technically this is absurd 
-bitt iiworks anyway because 
the brain is used to interpreting 
visual information frm the seen 
world in this way. In summing 
jp isbmetric perspective, we 
cah say it is less visually effec¬ 
tive thanvanishing point pers¬ 
pective, but can still work per¬ 
fectly well if additional visual 
cues are provided for the brain. 

So we have!a sense of depth 
:reated by perspectives which 
corporate distance and size 
related to distance. Objects 
nearer to us are bigger and 
they eclipse objects farther 
away that appear smaller. 
Light and shade create an illu- 
of solidity, and when these 
elements are all combtoed 
convincing ^3D results. But 
there are three other important 
elements to consider. Due to 
tha thick atmosphere we live 
in, light is refracted in such a 
way that distant objects appear 
fainter or paler. As a result the 
brain tends to accept that a 
paler or dimmer object is 
farther way than a brighter or 
more strongly defined one. 
The arcade game Battlezone 
uses this principle, and Steve 
Turner uses it in 3D Lunattack , 
where distant fighters hav< 
less lit pixels in their graphics 
than those ‘nearer’ to th^ 
player. The second element is 
parallax movement. When you 
sit in a car or train, the land¬ 
scape closest to you flashes by 
far faster than the landscape in 
the distance. If you look at fig¬ 
ure 6 you can instantly see that 
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Figure 1 
Parallel lines 
converge at the 
vanishing point (A) 
on the horizon. 


Figure 2 
represents the 
same rectangular 
box but seen in two 
perspectives-Isometric 
on the left and Vanishing 
Point on the right. 


Figure 5 


the lengths of lines A and B are 
different, A being much longer, 
although in reality they would 
be the same because the van¬ 
ishing perspective lines are 
supposed to be parallel. It fol¬ 
lows that objects must move 
faster the nearer to the 
observer they are to cover the 
same distance. The third ele¬ 
ment is focus, something 
which is a modern concept of 
distance, one brought home by 
the advent of the camera. The 
eye, of course, can focus 
across an enormous range of 
distance - the camera cannot. 
Today we are so used to 
seeing photographed images 
incorporating a depth of field 
which has near and distant 


objects out of focus, that we 
have come to accept this as 
another visual cue. It is this 
device which we have played 
on to produce this month’s 
cover of CRASH. The painting 
was done in several layers and 
cut out before being photo¬ 
graphed, as you can see in fig¬ 
ure 7. 


PUTTING IT 
ALL TOGETHER 


The problem confronting the 
computer programmer is what 
sort of perspective to choose, 
and when having done that, 
how to implement it in the prog- 
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ram. Vanishing Point Perspec¬ 
tive is an obvious choice 
because it is the one the eye 
accepts instantly. But there are 
serious problems. 

For a start off, this will 
require objects to zoom out of 
the screen at the player, which 
means that each object must 
be defined many times over, 
i.e. as small and distant, big 
and close, and as many stages 
as possible in between. Obvi¬ 
ously the more animation 
stages employed, the more 
realistically 3D the graphic will 
appear. Classic examples of 
this are Zzoom (Imagine) and, 
better still, Deathchase (Mic- 
romega). Even 48K of RAM 
becomes insufficient if a lot of 
characters must be stored for 
each object as it grows bigger, 
and especially so if there are to 
be a lot of different objects to 
be moved. Compromises must- 
be decided upon to get as 
much information in to handle 
the graphics while leaving 
enough space for the game 
commands and handling. 

With Isometric Perspective 
the programmer’s life is much 
easier because the scenery 
only has to be defined once as 
it doesn’t change shape physi¬ 
cally during the game. Look at 
Ant Attack (Quicksilva) and 
you’ll see this exactly. The city 
is a large graphic over which 
the screen scrolls, so the only 
problem is the scrolling, the 
blocks of the city don’t have to 
be redefined with every 
movement. Obviously this 
takes up much less program 
space than Vanishing Point 
Perspective graphics. The dis¬ 
advantage, however, is that 
the game can only be played 
from one height as it is only 
from a strictly fixed vantage 
point that the isometric pers¬ 
pective will work. With Vanish¬ 
ing Point Perspective the 
player can alter height convinc¬ 
ingly, and even move from side 
to side (like Pole Position type 
games). 

When all this has been 
sorted out, and the program¬ 
mer has decided how many of 
the other sophisticating ele¬ 
ments he can add to the game 
to increase the 3D effect, you 
can begin to see that Steve 
Turner’s definition of a 3D 
game is pretty spot on. 
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Figure 7 

Creating depth by the use of focus. —^ 

This is how our cover picture was done this month. 

It makes an effective three-dimensional device, but is 
very difficult to achieve in a computer game for 
the Spectrum because of the colour attribute 
limitations. 
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AMAZING, STAGGERING, 
UNBELIEVABLE, 

- all words that have been 
used to describe home compu¬ 
ter game graphics. But how 
often have you thrilled to the 
blurb and then wished you 
could have drilled the prog¬ 
rammer with his own photon 
laser blaster when you got the 
game home and discovered 
how staggering it was - stag¬ 
geringly bad? 

As we have seen in part one, 
there are really two different 


types of perspective in use, 
and these tend to define the 
type of game or, rather, the 
vantage point from which the 
game is played. Vanishing 
point perspective tends to the 
game where ‘you’ are ‘in’ the 
screen, i.e. the ‘cockpit’ type 
game. Isometric perspective 
tends to the game where ‘you’ 
are represented on the screen 
by a character, which for con¬ 
venience we will refer to as a 
bird’s eye view. There are, of 
course, some anomolous 


games which come some¬ 
where in between or play with 
space in a three-dimensional 
way, but aren’t visually 3D on 
the screen - as we shall see. 


FROM MONSTERS 
TO TRASH 


Programmers and sometimes 
software houses tend to con¬ 
centrate on a particular type of 
game. Malcolm Evans and his 
New Generation Software 


























































have been one such. Escape 
was an early and striking 
example of 3D, striking 
because of the lovely colouring 
and 3D because of the way the 
maze is constructed. Malcolm 
has ranged across both forms 
of perspective. Escape is 
decidedly bird’s eye view, a 
fixed vantage point from which 
your man must be guided 
through a series of complex 
mazes made of hedges. The 
amazing monsters which 
chase you through the maze 
are a definite hazard, but the 
player is confronted by the dif¬ 
ficulty of finding the horizontal 
pathways which are hidden 
behind the height of the 
hedges. Visual cues are pro¬ 
vided by shading the colour 
and also by the character ani¬ 
mation - characters face in the 
direction of their travel. They 
do not change size, however, 
as this isometric perspective. 



Escape by Malcolm Evans (New Generation) - a 
striking example of isometric perspective. 




3D Vortex - similar to 3D Tunnel - but JK 
Greye’s game results in somewhat more 
realistic 3D. 


With the follow-up 3D Tun¬ 
nel , Malcolm turned to a cock¬ 
pit view as you guide yourself 
along a twisting tunnel filled 
with flying objects to be shot as 
they come towards you. Visu¬ 
ally 3D Tunnel is less satisfac¬ 
tory. The effect is generated by 
alternating squares of colour 
set one inside another. These 
jerkily ‘move outward’ by grow¬ 
ing bigger until they grow out of 
the screen. Going round a 
corner is done by offsetting the 
small start squares so that their 
edges touch the outer ones. 
The result works, but only just. 
Interestingly 3D Vortex (JK 
Greye) tried the same thing but 
used spiraling pixels to better 
effect. It resulted in a smoother 
image but was spoiled by the 
objects, which were very jerky. 


Knot in 3D (New Generation) - 3D that requires 
some thought. 


3D Tunnel (New Generation). Malcolm Evans 
turns to vanishing point perspective with less 
satisfactory results. 
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In the end both games suffer 
from a lack of overall definition 
as far as 3D goes, leaving the 
brain working too hard to con¬ 
jure up a sense of reality. 

Knot in 3D fared better, New 
Generation’s third game and 
second ‘cockpit view’ type. 
Knot also scored because the 
concept required a readjust¬ 
ment of thinking from the 
player, which made it more 
than just a 3D game. In effect 
Knot in 3D is a three dimen¬ 
sional Light Cycles’ game 
where the player must fill up 
the available space before the 
computer does. You control a 
‘light trail’ and, as in the two- 
dimensional variety, you must 
avoid hitting your own trail or 
that of the computer, the win¬ 
ner being the one to make the 
other crash. 

Malcolm’s next offering was 
Corridors of Genon , another 
cockpit view game based on 
the classic 3D maze principle. 
Here, the corridors are all 
curved, the visual cues being 
wall shaped (receding with dis¬ 


tance) and colour shading. The 
graphics are quite simple, 
although implemented well in 
the protagonist, Bogul, who 
grows bigger in stages as he 
approaches. 

The recent Trashman, sees 
a return to the bird’s eye view 
of isometric perspective, emp¬ 
loying hidden views (Trash- 
man disappears behind 
objects between him and you) 
and light and shade techni¬ 
ques to create an effect of sol¬ 
idity in the buildings and 
hedges. Colouring too is used 
to great effect. 

These examples of 3D 
games from New Generation 
illustrate very well the differ¬ 
ence between the two pers¬ 
pective views and also the 
problems the programmer 
faces in using them. Of these 
games the most sophisticated 
graphically are Escape and 
Trashman - the bird’s eye 
views - where the defined 
graphics are fixed and unalter¬ 
ing during play. Without excep¬ 
tion the cockpit games are 
simpler, creating 3D with 
shape and vanishing point 
perspective, but unable to do it 
perfectly because of the limita¬ 
tions of memory and the com¬ 
plexity of the calculations 
required to move objects 
realistically through space 
towards the player. 



Corridors of Genon (New Generation) is a 
classic maze game which uses shape and tonal 
colouring to achieve 3D. 



Trashman (New Generation), and Malcolm 

Evans returns to isometric perspective with a vengeance. 



If the cockpit view places prob¬ 
lems in the programmers’ 
paths, they have nevertheless 
been elegantly overcome in a 
number of games, a 3D maze 
necessarily requires walls 
drawn in perspective in order 
to work. But once the shape 
has been worked out, it can be 
repeated endlessly without 
eating up much more program. 
A number of maze games have 
contented themselves with 
very simple views in which 
each step leaps into view so 
that the perspective may work, 
but the effect of moving bet¬ 
ween walls does not. 


Omitting the ubiquitous ‘3D’ 
from the titles, we have Mons¬ 
ter Chase (Romik), Maze of 
Gold (Gilsoft), Maze (Impact) 
among the earlier Spectrum 
offerings, and the more recent 
luetzalcoatl (Virgin), The 
Skull (Games Machine) and 
Bat Attack (Cheetah Soft). 
Monster Chase, Juetzalcoatl 
and The Skull all have mons¬ 
ters in them - not unlike Bogul 
in Corridors of Genon - but The 
Skull uses its monsters best of 
all, with the skulking skulls slid¬ 
ing into corridors from behind 
walls when you least expect 
them. 

All these 3D maze games 
suffer from the above- 


mentioned lack of smooth 
movement although Juetz and 
The Skull do have a larger 
number of steps to create a 
reasonable sensation of for¬ 
ward movement. The one 
game which outshines them all 
in this respect is Zig-Zag (DK 
Tronics) which has employed a 
very clever device to create the 
3D illusion. Here, vertical black 
stripes make up the walls, with 
accurately shaped floors and 
ceilings cutting into them. This 
very simple graphic device 
recreates perspective 

extremely well, allows con¬ 
tinuous forward movement 
AND allows the player to ‘turn 
his head’ when going round 
corners. Its supreme advan¬ 
tage is in the economy of 
memory used to create the 
effects. The monsters being 
chased in the game also obey 
the laws of perspective by 
growing smaller as they run 
away and being progressively 
hidden by intervening objects 
like projecting walls. 

If you are suffering with a 
problem in describing a three 
dimensional space enclosed 



by walls, why not turn to an 
easier medium - space? In 
space there are no walls to 
hear the programmer scream, 
and a sense of depth can be 
created by having objects 
merely change size as they 
approach or move away. The 
result of this understanding 
has been a number of excel¬ 
lent and not so excellent 
games of space shoot ’em up. 
Among the earliest offerings 
John Hollis’s Timegate 
(Quicksilva) has become a 
classic, if a little confusing 
when it comes to the scoring! 
3D here is a relatively simple 
visual matter. There are no 
peripheral objects to be moved 
in perspective as there would 
be on the ground, only the alien 
ships have to be coped with. 
3D Spawn of Evil (DK Tronics) 
was a very similar game which 
suffered from space ship 
uncontrollability; although it 
isn’t directly related to three 
dimensionality, heavy objects 
are affected by inertia, they 
can’t just go from zero speed to 
flat out without accelerating or 
slowing down - both above- 
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A simple looking 3D effect using strong lines - 

Quetzalcoatl. 



Zig-Zag (DK Tronics) uses a simple and clever 
device of vertical stripes which can 
economically be deleted or reinstated to create 
the planes of a maze. 





Skulking monster skulls in The Skull (Games 
Machine) demonstrate an effective use of the 
hidden view ina 3D maze game. 



mentioned games incorpo¬ 
rated this effect into the space 
craft, sometimes making lining 
up a shot near to impossible. It 
can be a nice and realistic 
touch though. 

Other games which quickly 
followed suit were Galaxy 
Attack (Sunshine Books), 
Space Wars, Seiddab Attack 
and Lunattack (all by Hewson) 
and Space Station Zebra 
(Beyond). The 3D Seiddab tril¬ 
ogy (Hewson) written by Steve 
Turner makes another exam¬ 
ple of a programmer working 
his ideas out gradually through 
a series of games. Unlike Mal¬ 
colm Evans of New Genera¬ 
tion, Steve Turner has concen¬ 
trated on the cockpit view 
exclusively, each game getting 
better and more complex until 
the recent 3D Lunattack, 
where a sense of flying through 
a three dimensional space is 
about as perfect as a small 
home computer can allow and 
leave room for a playable 
game. This concentration on 
vanishing point perspective is 
about to change with Steve’s 
new game, a 3D adventure 
which employs a unique mix¬ 
ture of vanishing point and 
fixed vantage (almost) 
isometric perspective. 



One of the earliest 3D shoot ’em ups in space 
was John Hollis, Timegate (Quicksilva). Space 
ship movement is indicated by the moving star 
background and 3D results from the animation 
of the attacking craft. 



The outstanding 3D space 
game is probably Derek 
Brewster’s Code Name Mat 
(Micromega) which employs a 
highly complex form of 
dynamic 3D. In this respect, 
the use of the word ‘dynamic’ 
implies that life carries on 
even if the player can’t see it - 
in other words, just because an 
alien space ship has zoomed 
off the edge of the screen, it 


3D Space Wars, 3D Seiddab Attack and 3D 
Lunattack (Hewson) all written by Steve Turner 
show a concentrated development of moving 3D 
from the cockpit view. 
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Programmable 
Joystick Interface for 
the Spectrum 

£ 19.95 


incl. VAT and P & P 



<#> <f|> -•(!> ^^ 5 ^/ 
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QUICKSHOT 2+2 JOYSTICK 

modified to incorporate f IQ OE% 

2 independent fire actions I- I Jivv 
and no rapid fire option incl. VAT and P & P 


FLIGHTLINK JOYSTICK £<|Q 0Q 

with 2 independent 
fire actions 


incl. VAT and P & P 


CURRAH JLISPEECH UNIT £OQ QC 

fits into COMCON extension slot I 

incl. VAT and P & P 


Qty 


Code 


01 


02 


03 


04 


05 


06 


Item 


Item Price 


Com con Interface 


@ £19.95 


Flightlink Joystick 


@ £10.50 


Quickshot 2+2 Joystick 


@ £13.95 


Comcon + Quickshot 2+2 


@ £31.90 


Comcon + Flightlink 


£28.45 


Currah pSpeech unit 


@ £29.95 


I enclose a cheque/postal order made payable to FREL LTD for: 


Total £ 


Simple and fast programming: 

Plug the six function connectors 
into the required Spectrum key 
positions — Ready! 

Two independent fire actions: 
Photon Blasters and Neutron Bombs 
at the touch of your fingertips. 

Extension port for Currah Micro¬ 
speech unit: Combine joystick with 
sound and speech for ultimate 
arcade action. 

Compatible with all Atari type 
joysticks including Quickshot II 
(without rapid fire action). 

Interface operates joystick parallel 
to keyboard: Joystick action com¬ 
patible with any add-ons including 
Microdrives. 

The affordable alternative: Lowest 
price yet for programmability. 


Dealer Enquiries Welcome 
Phone Ludlow (0584) 4894 


Mr/Mrs/Miss 


. Address: 


Postcode: _ 


Send to: 


cpci I Til Hockeys Mill, Temeside, 
inCL LI III Ludlow, Shropshire SY8 1PD 





















































It’s the fun game of 
the year — Trashman. 

From the moment you sit 
down to play you’ll be thrilled by 
if this exciting, original, laugh a 

minute game. 

Your job may look easy to the rest 
k ^ ,, of the world, but you know the hazards - 

f / speeding cars and pavement cyclists can 

9 both shake you up. Let’s face it cars can 

be fatal. 

1 f But if that isn’t enough you’ve got the % ^ 

other problems of vicious dogs, the after 
effects of overeating in the transport cafe or one ' i 
too many in the boozer. 

S Not only will you be gripped by the action ;1 
you’ll be amazed and amused by the high quality 
graphics. 

With seven levels of play featuring three 
k attempts to finish the cfame (assuming you are not 
f run over by a car) Trashman will provide even the 
most experienced games player with a thrilling 
challenge. 1 or 2 player option. Hall of Fame and 
I. joystick compatibility* ensure this game has all the 

best arcade features. 

Trashman is available NOW for the 48K 
Spectrum. Ask for it today at your local 
i y computer store! 


Only £5.95 


Kernpston. Sinclair Interface 
Protek or equivalent 


Generation 

Software 

| FREE POST. 

] Bath BA2 4TD 
I Tel: 0225 316924. 


Available feoro selected bcanche^ trfr * 

[1 ^JohnMenzies | 

And all good computer stores. 


:5fDe]Etriil)m 


sohiatrtpiikaj to t/Kjrimnt 

J$4W 




doesn’t mean the computer 
has forgotten it - it may be lin¬ 
ing up a shot on you or circling 
back. This is true of Code 
Name Mat and 3D Lunattack 
The effect of craft flying 
towards and past you in CNM 
is marvellous, but additionally 
3D is used in another way 
when navigating with the ‘dis¬ 
tant view’ facility which 
requires an adjustment of the 
thinking process (not unlike 
Knot in 3D) in order to see it 
working. 

One final point before leav¬ 
ing space 3D cockpit games - 
as objects approach they get 
bigger BUT they should also 
get more detailed. Again, it’s a 
problem of constantly redefin¬ 
ing the graphic as it moves, 
and some of the games men¬ 
tioned here do it better than 
others. 


EXTRA VEHICULAR 
ACTIVITY 


Staying in space, but getting 
out of the cockpit, we get the 
combination of space shoot 
’em up with vanishing point 
graphics but where the player 
seems to hover outside the pic¬ 
ture. This has been a relatively 
recent development and the 
games that instantly spring to 
mind are Blade Alley (PSS), 
Orpheus (CRL) and Deathstar 
(Rabbit). Blade Alley uses 
some of the maze game tech¬ 
niques with reasonable suc¬ 
cess as far as a three dimen¬ 
sional quality goes. Alternating 
colours flash outward along 
fixed baffles of increasing size 
and height to create the pers- 
pectivised trench-like effect of 
these games. Deathstar is very 
similar but relies more heavily 
on the strong perspective lines 
of its trench. Oddly, Rabbit’s 
game has chosen to break the 
perspective parallax rule. It 
has a series of dotted lines 
moving from the vanishing 
point outwards toward the 
player along the walls and floor 
of the trench. Perspective 
demands that these should 
start slowly and increase in 
speed as they approach the 
player but the reverse happens 
- in Deathstar poor program- 
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Ad Astra (Gargoyle) combines many perspective 
elements very successfully. Here we can see 
the effect of vanishing point perspective on the 
— of" hi " 


ming or poor thinking. It spoils 
the effect of the perspective. 
Orpheus relies on a single 
drawn line radiating outward 
from its vanishing point to cre¬ 
ate the effect of flying down a 
long cavern. It’s a primitive and 
ineffectual device which isn’t 
helped by the jerky advance of 
the alien objects to be shot. In 
Blade Alley this aspect works 
very well with several stages of 
animation being employed to 
create depth and movement. 

Graphically, one of the best 
games of this type is Ad Astra 
(Gargoyle Games). The ani¬ 
mation of the alien craft is 
pretty standard to the type 
with fewer animation stages to 
create forward movement than 
in Blade Alley, but the real 
miracle happens with the rol¬ 
ling asteroids. These display 
all the classic rules, change of 
size and apparent speed, cor¬ 
rect perspective movement, 
increase of observable detail 
as they approach (the craters 
on the surface are even ani¬ 
mated to rotate as the 
planetoid rolls on its axis), hid¬ 
den view as one obscures 
another object, and finally 
shading which is very well 
done. And in common with 
Blade Alley and Deathstar, the 
perspective drawing of your 
ship is distorted as it moves 
from side to side or alters 
height on the screen. All of this 
calls for a lot of program to 
redefine the graphics. Ad Astra 
does it very fast and smoothly. 


VECTOR MOVEMENT 


As Spectrum programming 
has become more sophisti¬ 
cated so has vector movement 
improved. This is a method by 
which the position of a point in 
space may be determined rela¬ 
tive to another and constantly 
monitored so as to give a con¬ 
sistent perspective result. It 
applies very much to 3D 
games of course. Program¬ 
mers tend to ahve their own 
particular methods for vector 
movement. 

The method is nowhere 
more acutely needed than in 
wire frame 3D or ‘hollow’ 3D. 
Games using this device are 
generally based on the arcade 
classic Battlezone. CRL had 
an early game which approxi¬ 
mated the type - 3D Desert 
Patrol, but it was eclipsed by 
the appearance of 3D Combat 
Zone (Artie). Here we have a 
much more mathematically 
accurate representation of 
vanishing point perspective, 
one which allows that the van¬ 
ishing point is not a sole dot on 
the horizon, but actually all the 
visible horizon. This means 
that the objects can be defined 
continuously to provide a 
highly realistic outline of their 
shape which is always altering 
depending on how it moves, or 
how the player ‘moves’ in rela¬ 
tionship to the object. What it 
lacks is a solid feel, since the 
objects are all made up of 


lines. The eye can often be 
confused as to what is the front 
and what is the back of the 
object. But the advantage to 
the programmer is that he only 
has to define the shape of the 
objects initially, and after that 
the vector part of the program 
will take care of the movement 
and the compression caused 
by perspective. In lacking sol¬ 
idity, the games lack light and 
shade and hidden view - in 
being effectively transparent, 
several shapes can inter¬ 
mingle with each other. 
Nevertheless a very large and 
dynamic playing arena can be 
created with a genuine sense 
of movement and three dimen¬ 
sionality. 

Artie went on to use the 
same system in their Dimen¬ 
sion Destructors, except that 
this was set in space and so 
lacked the feeling of a land¬ 
scape - to its detriment. 
Months later the tank battle 
was fought again in Rommel’s 
Revenge (Crystal). Crystal 
provided a background moun- 
tainscape which Combat Zone 
lacked, adding to the sense of 
space, but emphasising the 
one essential compromise in 
this type of game - the fact that 
you can never reach the limits 
of the playing area; as you 
approach the mountains, so 
they seem to recede before 
you - a symbol for life 
perhaps? 

A very young company cal¬ 
led Real time have now pro- 

































FPiDNT 

V I E id 





r 



t_ * 

# 


Derek Brewster’s Code Name Mat (Micromega) 
is probably the most sophisticated space 3D 
game yet. 


Orpheus (CRL) fails the 3D test by retreating too 
far from any conventions for it to work. 


Blade Alley (PSS) uses a simple device to create 
depth and combines it by defining space with 
the ship’s shadow and animated attackers in 
3D. 


Deathstar (Rabbit) is less successful than Blade 
Alley, contenting itself with simple shapes to 
define the depth. 


duced a version called Tank 
Duel, which employs the same 
hollow 3D graphics but in much 
greater profusion than either 
Combat Zone or Rommel’s 
Revenge and has added solid 
colouring to the plain and to the 
background landscape, 
increasing the sense of depth 
and space. It works very well 
indeed. 


Vector movement is impor¬ 
tant to almost any 3D game of 
course, for plotting positions of 
objects relative to each other. 
But there are many games 
which have avoided its compli¬ 
cations, and many which are 
successful because they emp¬ 
loy the range of visual cues for 
the eye to fasten on. 


Dimension Destructors 

(Artie) vie with Rommel’s Revenge (Crystal) in 
the vector movement stakes - a very precise 
and mathematical approach to perspective. 


Real Time’s Tank Duel - taking vector 
movement to a solid base for a better effect. 
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ZAXXANT ATTACK 



I 




The remarkable graphics of 3D Ant Attack views. In this game even the characters are 

(Quicksilva) by Sandy White. A classic example properly represented in the perspective effect, 

of isometric perspective, shading and hidden 


Shortly before Christmas 
Quicksilva astonished us with 
Sandy White’s remarkable 
Soft Solid 3D Ant Attack. This 
Scottish programmer had 
managed to combine 3D 
effects which took account of 
architectural solid objects as 
well as soft human shapes. Ant 
Attack is the classic example 
of bird’s eye view perspective 
for the Spectrum as Zaxxon is 
for the dedicated arcade 
machine. 

Ant Attack uses a fixed 
isometric perspective over a 
large area which is then merely 
scrolled as the player moves 
his character about the area. 
To help the sense of solidity, 
the ‘buildings, are all accu¬ 
rately shaded and additionally 
the ‘live’ characters disappear 
behind them when required. 
The usual disadvantage of a 
bird’s eye view, that it is fixed, 
has been aleviated in this 
game by allowing four fixed 
positions at each compass 
point. However, the game also 
illustrates the main problem of 
the perspective, that you can’t 
get down into it, since this 
would mean redefining the 
main graphics, and an 
increase in height would show 
up the problem that exists with 
the false or non-existent hori¬ 
zon - it would ‘sink’ with the 
foreground and look silly. 

In looking at Zaxxan (Star- 
zone), the Spectrum version of 
the famous arcade game, one 
is reminded of those television 
shots which use a telephoto 
lens. The foreshortening effect 
of the long lens makes distant 
objects actually as big or even 
bigger than the nearer ones. 
Zaxxan ’s 3D lets your space 
ship to move sideways (in 
effect, diagonally away from 
you) for a considerable dis¬ 
tance without appearing to hit 
the wall which is directly 
behind it. Even though it isn’t 
visually apparent, a distinct 
space has been artificially cre¬ 
ated. The main visual cue here 
is the shadow on the ground, a 
common theme with Blade 
Alley and Deathstar. But 
because of the isometric pers¬ 
pective, the further reaches of 
the trench are the same size as 
the nearer. In the main, this 
does not disturb the player 
much, and the additions of 
shading and hidden view add 
to the 3D effectiveness. 

Recent additions to the 
bird’s eye perspective are 
Android 2 (Vortex), Pedro 
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(Imagine) and Haunted 
Hedges (Micromega). Of 
these three Android 2 and 
Haunted Hedges are a varia¬ 
tion on the theme of Malcolm 
Evans’ Escape, mazes where 
horizontal pathways are hid¬ 
den behind the height of the 
hedges or maze walls. 
Haunted Hedges was Derek 
Brewster’s first incursion into 
isometric perspective and the 
result (a 3D Pacman type 
game) is less satisfactory than 
the complexities of his later 
Code Name Mat. Here, the 3D 
is really only a visual gimmick 
which has little to add to the 
playing of what is a fairly 
straightforward ghost gobbler. 
Android 2 is another matter, a 
complex game of various 
stages in which the 3D graph¬ 
ics add greatly to the visual 
excitement and playing diffi¬ 
culty. Mines hidden behind 
walls can be fatal! 

Pedro is slightly different in 
that the perspective is not used 
to hide things - another case of 
3D for its own sake, as it adds 
little to playing the game and 
indeed makes controlling the 
man awkward and frustrating. 



Android 2 (Vortex) by Costa Panayi - a game 
where the 3D is an integral part of the playing. 



Pedro (Imagine) - perspective without point. None of the 
characters is affected by the perspective (isometric). 




Haunted Hedges (Micromega) - a less successful approach to the 
problems of 3D by Derek Brewster. The effect works, but doesn’t 
add much to the game. 


TO THE VANISHING 
POINT 


Imagine fared much better with 
perspective in their best¬ 
selling game Zzoom. If Zaxxon 
is a 3D Scramble type game, 
then so is Zzoom, and a 
number of other similar prog¬ 
rams. The difference between 
Zaxxon and Zzoom is that the 
former is a bird’s eye view, 
whereas the latter is a cockpit 
view. The effect of travelling 
low over a road towards the 


ever-receding horizon works 
quite well with correct visual 
cues contained in the perspec¬ 
tive lines and the increasing 
size of approaching enemy 
craft. The effect is entirely 
spoiled by the outsize refugees 
marching along on the horizon 
and whereas the player can 
accept the horizon never get¬ 
ting any nearer (it doesn’t in 
real life after all) it is harder to 
accept that you never get any 
nearer the refugees. This is a 
good example of a program¬ 
ming compromise which is 
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almost unavoidable in the cir¬ 
cumstances. It doesn’t how¬ 
ever actually spoil playing the 
game. 

The other games which 
have something in common 
with Zzoom are the road racer 
games based on the famous 
Pole Position arcade favourite, 
and flight simulation games. 
An interesting early Spectrum 
attempt at a 3D road racer 
game is Turbo Driver (Boss 
UK). Here the 3D effect barely 
exists - it’s almost a Cubist 
perspective. The cars are seen 
from well above although they 
are drawn with a slight fore¬ 
shortening, and the road is 
described by two lines set 
wider at the base of the screen 
and narrower at the top. This 
pays lip service to a sense of 
depth but the game makes no 
real attempt to be 3D. 

After a long gap a rash of 
road racers appeared. First 
was Grand Prix Driver (Britan¬ 
nia), closely followed by Road 
Racer (Thorn EMI) and Speed 
Duel (DK Tronics). The most 
convincing was Chequered 
Flag (Psion). Britannia opted 
for a very low view point and 
hollow 3D graphics with a mov¬ 
ing background landscape. 
The 3D is effective, only the 
playability of the game suffers 
from elements which have little 
to do with the 3D. Road Racer 
and Speed Duel are played 
from a higher position, almost 
a bird’s eye view in fact. The 
road racer games have this in 
common, that they use the van¬ 
ishing point perspective very 
effectively, creating a fine 
sense of speeding along a 
winding road, and yet they are 
played not as a cockpit view. 
The exceptions are Che¬ 
quered Flag (which places you 
more in the driver’s seat) and 
the excellent 3D Deathchase 
(Micromega). Chequered 
Flag's driver height playing 
position makes the sense of 
objects sweeping past you 
much more effective than is the 
case with Speed Duel or Road 
Racer. But for sheer thrills 
Deathchase has to be the win¬ 
ner. Here, perspective almost 
is the game. The movement of 
the tree trunks from horizon to 
collision or near miss is excep¬ 
tional. The game is full of neat 
touches like the exploding 
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bikes, the disintegrating 
chunks of which you sail 
through as you dash on. Since 
your bike is very manoeuver- 
able, the programming 
required to cause the trees to 
weave about in accurate pers¬ 
pective is complicated and 
beautifully implemented. 

Flight simulation games may 
appear to have more in com¬ 
mon with 3D space games, but 
for the fact that the 3D view has 
to relate to fixed points on the 
ground. The first was Psion’s 
Flight Simulation. Nightflite 
(Hewson) followed soon after 
and was later improved as 
Nightflite 2. These games 
require a very accurate and 
mathematical use of vanishing 
point perspective in order to 
convince - back to the vector 
movement programming. A 
runway must be constructed to 
work as a proper perspective 
from any angle of approach 
and at any height. The least 
touch of isometric perspective 
and the illusion is ruined. 
Naturally, with so much vector¬ 
ing to be done as well as prog¬ 
ram command handling, it isn’t 
surprising that flight simula¬ 
tions tend to be somewhat 
undetailed when it comes to 
the ground. Flight Simulation 
gets round the problem by only 
providing features like lakes 
and the runways. Nightflight’s 
elegant solution is contained in 
the title - pinpricks of lights on 
the ground describe the view 
and create a quite effective 
sense of flying over villages 
and towns at night. 

The most exciting and busy 
simulation was Fighter Pilot 
(Digital Integration).This game 
provides a similarly undetailed 
landscape as that in Flight 
Simulation, but adds extremes 
of speed and the chance to 
attack enemy fighters in aerial 
combat. The fighters are seen 
in full 3D and react quite prop¬ 
erly in the three dimensional 
space in which they are 
placed. This effect was even 
better used in their follow-up 
Night Gunner, where the aerial 
dog fights manage to look like 
old World War II newsreel 
shots. 

Still on the flying theme, 
Heathrow ATC (Hewson) and 
Airliner (Protek) can also claim 
to be 3D, but in a different way 
to the other games. Here the 
player must think three 
dimensionally although the 
screen display is not 3D. Air¬ 
liner does have a 3D view of 
the runway on approach how¬ 
ever. The computer is playing 
around in 3D conceptually and 


the player must also think simi- are not visually 3D in the 
larly - it’s a sort of thinking accepted sense though, 
man’s 3D. Arguably the games 


An amusing programming compromise between 
reality and playability is Imagine’s Zzoom. 


Vector movement near the ground - Flight 
Simulation (Psion) and Nightflite 2 (Hewson). 


early attempt to 
game. 


































































Rather more sophisticated 3D effects in Grand 
Prix Driver (Britannia), Road Racer (Thorn EMI), 
Speed Duel (DK Tronics) and Chequered Flag 
(Psion). 



The outstanding cockpit view road racer - 3D 
Deathchase (Micromega) by Mervyn Estcourt. A 
game where the perspective is the game. 


$ : 004 4. 3 7 
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BETWIXT & BETWEEN 


There are a few other games 
which use 3D in odd ways. Atic 
Atac (Ultimate) is interesting. 
The rooms are described in a 
form of bird’s eye perspective 
which allows all four walls to be 
in view, the vanishing point 
being straight through the 
floor. But this is not isometric 
perspective despite the bird’s 
eye view. Apart from this cue, 
the rest of the game is quite 
two dimensional with the 
objects and characters seen 
flat on - Picasso would prob¬ 
ably have approved of the mix¬ 
ture of perspectives! 

Moonbuggy (Anirog) could 
hardly be described as 3D, yet 
it employs the visual cue of 
parallax movement, with the 
foreground moving much fas¬ 
ter than the background moun¬ 
tains. If this device had been 
used with several ‘layers’ of 
landscape it would have given 
a convincing illusion of depth. 


Psytron (Beyond) uses 3D in 
an oddly classical way - the 
colour is quite flat but over it is 
drawn a landscape in strong 
perspective. Enemy craft are 
animated in 3D, growing big¬ 
ger as they approach, but hid¬ 
den views are not employed. 
Shading is incorporated into 
the drawings of the base, and 
the overall result is curiously 
like that of a good-quality 
comic. 

Luna Crabs (Micromega) is 
an earlier attempt at 3D by 
author of 3D Deathchase, 
Mervyn Estcourt. The 3D in 
this game is used from two 
other games which rely for the 
effect of trajectory to create 
depth are the early 3D Tanx 
(DK Tronics) and Terror Daktils 
(Melbourne House). The shells 
fired in 3D Tanx diminish in 
size as they fly towards the dis¬ 
tant tanks on the bridge and 
the result works very well. The 
game’s skill lies in estimating 
the angle of fire to reach the 
four lanes of tanks on the 


Atic Atac (Ultimate) - mixed perspectives and 
barely 3D. 
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bridge. The tanks, however, 
appear unaffected by perspec¬ 
tive - a convenience which 
saves having four different 
graphics to describe tanks in 
the foreground, mid and back¬ 
ground lanes. This is perspec¬ 
tive in bits and pieces! 

Terror Daktils employs the 
same effect with trajectory and 
diminishing size of shell as it 
flies towards the massed 
beasts. But this game addi¬ 
tionally boasts rather excellent 
line drawn monsters which fly 
out at you, getting bigger as 


they approach and swoop 
down. Both these games use 
3D as an important aspect of 
playing but still represent a 
less sophisticated level of 3D 
development than we have 
seen recently. 

Finally, there is 3 Deep 
Space (Postern) - the first 
‘real’ 3D game. But is it real? It 
works on the stereoscopic sys¬ 
tem whereby two images are 
provided on screen, slightly 
separated (like a double 
explosure) and in opposing 
colours. The player wears 
spectacles with one green lens 
and one red. Each eye then 
sees one of the separated 
images and the brain interprets 
the two differing images as one 
and so thinks there is depth to 
the scene. It can work very 
effectively. Here, we are back 
to the theory of vanishing point 


perspective - parallel lines 
converging at a point on the 
horizon. The closer together 
the separated images are, the 
farther away the object seems 
to be from the viewer. 

That’s the theory - in prac¬ 
tice 3 Deep Space doesn’t 
work, probably due to the 
Spectrum’s limited colour 
attribution which makes it hard 
to get just the right amount of 
separation between the 
images. The result is that the 
player is forced to ‘work’ very 
hard to get even an unsatisfac¬ 
tory effect of 3D. So stereos¬ 
copic 3D would appear to be a 
cul-de-sac for the moment - 
more of a gimmick than a 
device. 

But with games like Ant 
Attack , Code Name Mat , 
Deathchase and Fighter Pilot , 
we can safely say that the pre¬ 


fix 3D to a game is no longer 
the gimmick it used to be, and 
further, that the use of 3D in all 
these games is an integral part 
of their excitement and chal¬ 
lenge. 3D games have come a 
long way from the paltry addi¬ 
tion of a bit of shadow to the 
edges of a maze. But in the 
words of Steve Turner - we 
haven’t seen anything yet! He 
is now looking towards a gen¬ 
eration of games where the 
animated and 3D graphics will 
be as good as those seen on 
the loading screens we have 
become so used to. • 


Report compiled by the 
CRASH team - useful 
arcade info by Lloyd 
Mangram and snotty-nosed 
technical stuff by Roger 
Kean, and thanks to 
Steve Turner. 
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Double vision to create an illusion on depth in 3 Deep Space. 



GREEN REPORT: 

t f Cock & 
'Jirioo. 3 
f I o e k 4 


4.94. 

FUE 




2 *3 3 

:reu 


T IME 


Kr 


Classic perspective drawing overlaid on colour gives Psytron the 
quality of a well-designed comic strip. 


CHECKLIST 

The list of 3D games below is 
comprehensive in the sense that 
we have tried to include all the 
major games that are, resemble or 
use 3D. If we have left anyone out, 
then we’re sorry! Readers may 
well think of some we have 
forgotten. Please note: the prefix 
3D has been omitted. 


ISOMETRIC PERSPECTIVE 
Android 2 Vortex 
Ant Attack Quicksilva 
Escape New Generation 
Pedro Imagine 
Trashman New Generation 
Zaxxan Starzone 

GAMES USING VANISHING POINT 

PERSPECTIVE 

ad Astra Gargoyle 

Black Planet Phipps Associated 

Bat Attack Cheetah Soft 

Blade Alley P.S.S. 

Chequered Flag Psion 

Code Name Mat Micromega 

Combat Zone Artie 

Corridors of Genon New Generation 

Deathchase Micromega 

Death Star Rabbit 


Dimension Destructors Artie 
Fighter Pilot Digital Integration 
Flight Simulation Psion 
Galaxy Attack Sunshine Books 
Grand Prix Driver Britannia 
Knot in 3D New Generation 
Luna Crabs Micromega 
Lunattack Hewson Consultants 
Maze Idmpact 
Maze of Gold Gilsoft 
Monster Chase Romik 
Nightflite 2 Hewson Consultants 
Night Gunner Digital Integration 
Omega Run C.R.L. 

Odmetron Software Projects 
Psytron Beyond 
Quetzalcoatl Virgin Games 
Road Racer Creative Sparksd 
Rommel’s Revenge Crystal 
Space Station Zebra Beyond 
Space Wars Hewson Consultants 
Spawn of Evil DK Tronics 
Speed Duel DK Tronics 
Seiddab Attack Hewson Consultants 
Skull (The) Games Machine 
Tank Duel Real Time 
Terror Daktils 4D Melbourne House 
Timegate Quicksilva 
Tunnel New Generation 
Vortex JK Greye 
Zig-Zag DK Tronics 
Zzoom Imagine 


MISCELLANEOUS 

(Games in which 3D elements are employed, not necessarily on screen) 

Airliner Protek Heathrow ATC Hewson Consultants 

Atic Atac Ultimate Moon Buggy Anirog 

Deep Space Postern Orpheus C.R.L. 

Desert Patrol C.R.L. Painter C D S. 

Forest (The) Phipps Associates Tanx DK Tronics 

Haunted Hedges Micromega Turbo Driver Boss UK 


I JOIN THE 
! SUCCESS STORY 

A major international publishing group is 
I looking for high quality software. If you have 
■ developed programs for the best-selling 
micros and want them published worldwide 
I by a prestigious and reliable organisation, join 
I the success story-contact us now. 


[aaaaaaaaa 



Get in touch with: 



Tony Feldman 

Macmillan Publishing Group 
4, Little Essex Street 
London WC2R3LF 
01-836 6633 


THINKING OF A JOYSTICK? 

GIVE YOURSELF THE WINNING EDGE WITH THE FABULOUS NEW 



bv 


YOU CAN NOW 

TAKE ADVANTAGE OF OUR 

SPECIAL PACKAGE DEAL. 

THE SPECTRUM JOYSTICK 
INTERFACE WE SUPPLY IS THE 
ONLY INTERFACE FULLY 
COMPATIBLE WITH THE RAPID 
FIRE MODE OF THE NEW 
QUICKSHOT II JOYSTICK AND 
WILL PLAY WITH ANY GAME 
FEATURING THE KEMPSTON 
OPTION. 

THE INTERFACE IS ALSO 
COMPATIBLE WITH ALL ATARI 
TYPE JOYSTICKS. 



QUICKSHOT II 

only 

£22.95 

(save £2.95) 

Qty Item 

d] Package Deal @ £22.95 
I ] Quickshot II only @> £12.95 
f j Interface only £1 2.95 
Please add £1 00 p & p 
Cheques/PO to NEWS SOFT 

I 

Name ___J 

Address ____ 


& INTERFACE 

VOTED A WINNER BY 
COMPUTER & VIDEO GAMES 
JOYSTICK JURY 

With your skill and a QUICKSHOT II you 
have a winning combination! 

LOOK AT THESE FABULOUS FEATURES 
* AUTOFIRE SWITCH 
* NEW IMPROVED GRIP * TOP FIRE 
BUTTON * TRIGGER FIRE BUTTON 
* BUILT-IN STABILISING CUPS * 


I enclose Cheque/PO for £ 


Send order to: NEWS-SOFT. 196 MILBURN ROAD. ASHINGTON, 
NORTHUMBERLAND NE63 OPH 
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60 Words 
per Minute at 
Your Fingertips 

The Spectrum’s full capabilities 
have rarely been used fully by 
those wishing for serious 
applications like word processing 
because of the small rubberised 
keys and membrane keypad. This 
makes fast typing almost an 
impossibility. But now Advanced 
Memory System’s Lo Profile 
keyboard comes to the rescue. 

The Spectrum’s PCB is placed 
inside the keyboard housing in 
such a way that all connections for 
TV, cassette, power and interface 
use ports at the rear of the unit. 
There is no need to adapt any of 
the connections. 


The keyboard features a full 
length spacebar and a dedicated 
numeric pad. The keyboard 
increases the Spectrum’s 40 keys 
to 53. All the keys carry full 
labelling of characters, commands 
and functions as on the 
Spectrum’s own keyboard. 
Together with the height-adjusted 
layout of the key rows, the Lo 
Profile allows for full speed typing. 

AMS are known for their 3indisc 
drives for the BBC Micro, but now 
they feel they have achieved a 
high standard add-on for the 
Spectrum as well with the new Lo 
Profile keyboard. It is available 
from selected Spectrum dealers 
or direct by mail priced £49.95 
plus £2.50 for p&p from 
Advanced Memory Systems, 
Green Lane, Appleton, 
Warrington, Cheshire WA4 
5NG. 


Go Nord 

To cap off the day at Hewsons, 
came the news that their 
adventure Fantasia Diamond , 
entered in for a French adventure 
game competition (as reported 
last issue) had won Le prix du 
Meilleur Scenario for the best 
game scenario in the presitigious 
Grand Prix Internationale du 
Logiciel d’Adventure (ah zose 
French) organised by major 
software distributors Video 
Telemart Report. This win has 


led immediately to a substantial 
order for the game - but in French 
language. Work is already well 
under way! So are plans for 
Dutch and German versions. 
Rumours that Hewson’s are 
translating the game into Russian, 
Mandarin Chinese and Australian 
are probably a little exaggerated! 
as everyone knows, the 
Australians don’t have to buy 
software, they just seem to rip it 
off. 


Gordon Hewson, Andrew Hewson and assistant Debbie Sillitoe ponder the 
problems of French over a relaxing game of Les Guerres d’Espace en Trois 
Dimensions. 


Laser 

Snaker 

Winners 

Poppy Soft’s latest release, 
Factory Breakout, looks set to 
become an arcade winner, and is 
certainly a very original game. 

Last year Poppy Soft brought out 
Laser Snaker and ran a 
competition in conjunction with the 


game. They are now pleased to 
announce the winner of the 
competition. He is Mr James 
Garrett of 120 Sandy Lane, 
Cheam, Sutton, in Surrey. Mr 
Garrett receives a cheque for 
£100 and an advance copy of 
Factory Breakout. Runners-up 
also receive copies of the new 
game. 



L0 PROFILE keyboard for the Spectrum. 
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Police Investigate Spirit 


Bogus software company Sprit 
Software, who widely advertised 
a game called Formula One and 
boasted it woyld come complete 
with a steering wheel joystick for 
£8.95, are being investigated by 
London’s Metropolitan Police. A 


Mr Alexander is being sought, not 
only by the authorities, but also by 
the several magazines who 
accepted his advertisements and 
have not been paid. Mr Alexander 
has been a rather shadowy figure 
on the software scene for some 


time, and his name has been 
associated with some other 
companies of dubious honesty. 

The Kensington police, 
responsible for the investigation, 
are returning cheques sent in by 
mail order customers to Spirit 
Software. These are only those 
cheques which were still 


uncashed at the time of Mr 
Alexander’s disappearance. 
Customers whose cheques and 
postal orders have been cashed 
are unlikely to see their money 
back. 


London^ 

_ computer 
2 ipagazine 
offices have 
been terrorised 
recently by the 
appearairceof 
-two gangsters 
who have 
caused 


^ ’if 

London’s computer magazine 
offices have been terrorised 
recently by the appearance of two 
gangsters who have caused 
mayhem and uproar. The visits 
were a part of a promotional 
campaign to launch Mugsy, the 
new comic strip strategy game 
from Melbourne House. Publicity 
Manager Paula Brynes, was 
hoping to arrange some similar 
act of dastardliness for the 
CRASH offices, but apparently 
gangsterism doesn’t stretch 
, farther north than Watford. There 
i are some advantages to 
^ publishing from the country! 


DKTronics 

Interface 


DK’Tronics have brought out 
a programmable interface for the 
Spectrum. This can be 
programmed from the keyboard, 
or with the machine code software 
supplied, and allows all possible 
combinations to be programmed, 


A fully programmable 
joystick interface with DKTronics. 


i.e. left, right, fire, etc, all at the 
same time. The keyboard is not 
rendered inactive so that both 
joystick and keyboard can be 
used while the program is runnini 
The port accepts any Atari D-typ< 
joystick and the interface is 
compatible with Interface 1 and 
Microdrives. It also has a through 
connector for add-on expansion. 
The programmable Joystick 
Interface retails at £22.95 and is 
available now. 
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Your 
Flexible 
Friend-the 
Interface 

Looking remarkably like one of 
those doobries they use in stores 
for recording the details of your 
Access or Barclaycard, is the new 
programmable interface for the 
Spectrum from AGF. Called the 
Protocol 4, it is designed to give 
compatibility of any joystick or 
trackball with absolutely all 
Spectrum software. In essence 
the Protocol 4 is a fully hardware 
programmable joystick interface, 
but it has been designed to be 
easy to use with credit-card style 
programming cards. 

Snap-in program cards 
configure a membrane keypad 
and with the preset cards supplied 
it interfaces four in one: 
AGF/Protek, Kempston and 
Sinclair 1 or 2. Extra packs of 
cards are available for £3.95 
(pack of five). 

Protocol 4 has a side entry 
joystick port and rear expansion 
port, and retails at £29.95 (plus £1 
p&p direct from AGF). AGF 
Hardware Dept. L, Freepost, 
Bognor Regis, West Sussex 
P022 9BR. 


Level 9, who may have been the 
first UK firm to start an adventure 
help service, have always sent 
written replies to queries about 
their adventure games. But now 
they are supplying comrehensive 
clue sheets which provide 
alphabetical lists of the objects, 
creatures and trickiest locations in 
each adventure. They have up to 
580 entries which should sort out 
most adventurers’ problems. They 
are free to players who send a 
stamped addressed envelope to 
Level 9 Computing, 229 
Hughenden Road, High 
Wycombe, Bucks HP13 5PG. 


Magra - meaner than ever 


If the witch Magra seems a bit 
tetchy it’s possibly because she’s 
been rather delayed (buses not 
running properly again). But 
arrived she has - wrath and all. 
No, there isn’t a review in this 


issue, that’s asking too much! 
Everything has gone off to Derek 
Brewster so watch out in the next 
issue. Meanwhile, to keep you all 
going, here’s a couple of screen 
pictures! 


RTH *SOUTH*ERST* 


ou t side t he do ct o 

RTH*SOUTH#EftST* 


Spanish Action 

Keep an eye peeled for new 
software house VENTAMATIC. 
This company is new to Britain, 
and hails from Barcelona, Spain. 
Review copies of some of their 
new Spectrum releases arrived 
too late for review in this issue, but 
they’ll certainly be appearing in 
the next. The games include 
Crazy Climber, The Builder, 
Martian Tunnels and Wreckage. 
As you can see from the screen 
below, the graphics are large and 
very detailed. More news next 
month. 



Data Clones 
Incentive 

Dataclone, the cassette 
duplication company’ has 
introduced a new production 
technique which they claim will 
help combat priacy.. The new 
system is called Power Load and 
has been developed by Incentive 
Software Limited (Splat, 
Mountains of Ket , etc). The 
system is exclusively licenced to 
Dataclone. 

It is claimed that using Power 
Load for duplication results in 
cassettes which are extremely 
hard to copy on any system, either 
by bit copying, audio copying or 
code breaking, as only by unique 
software control can the program 
be duplicated by the pirate. 

Additionally Power Load, using 
data compression techniques, 
reduced the cassette’s loading 
time drastically, a CBM 64 by 
two-thirds and a Sepctrum 
program by one half. 

Bigger 

Incentive 

On the subject of Incentive 
Software Ltd., it has just 
expanded to the tune of Darry 
Still. Still (22) has joined the 
Reading-based company as 
Co-ordination Manager 
responsible for marketing and 
administration. He previously 
worked as manager of a large 



New man at Incentive - Darryl Still. 


computer shop in Reading. 
Incentive is now looking for 
another in-house programmer to 
assist in its continued expansion. 
That Ian Andrew is obviously 
empire building on the success of 
his Splat Mats! 

Ocean on 
the move 

Ocean have moved into new 
premises in Manchester. The 
4,000 square feet of offices house 
new facilities for Ocean’s team of 
in-house programmers. 

New equipment for extra 
processing power has also gone 
into the new Central Street 
premises. Included is an emulator 
for Z80 machines with hard-disc 
storage back-up for routines. 
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Each month I’ll be choosing the best letter from the 
postbag, and, as well as publishing it, 111 send the writer £12 
worth of software of his or her choice (it can be two cassettes 
as long as they come within the £12). I’ve had to grovel on 
bended knee to the editor for this, so youd better be grateful! 

Send your letters to Lloyd Mangram, CRASH Forum, PO 
Box 10, Ludlow, Shropshire SY8 1DB. I can’t promise to print 
everything that comes in because space is precious (I’m told) 
but I’ll do my best. 


I 


Our editorial piece in the May issue of CRASH on 
software piracy has resulted in a number of letters 
offeringt differing views on the subject. So too has the 
short piece about Personal Computer Games, reply¬ 
ing to their gossip column slur on the name of CRASH! 
But this month’s winning letter has nothing to do with 
such stirring matters ... 


HAPPILY EVER 
AFTER... 

Dear CRASH, 

Iji 

my introduction to the 
paraphernalia of computers. 

I’m what you call a tolerant 
wife who for months put up 
with my husband ranting and 
raving about his Spectrum. He 
would come home from work, 
kiss the computer and sit there 
hammering away at its keys ail 
night Weil!! I thought there's 
got to be a reason!! So one 
afternoon I started browsing 
through my husband’s 
collection and a ma 
caught my eye-at 
eating a Spectrum. Its 
me, 'cause at the time I felt 
rather like that monster. 
Anyway, I started flicking the 



out and t 
which you « 

time my husband came} 

I'd realty caught the bug. 

So now we come home, 
have tea and play the 

"—-gather. As they 

5 say, If you can't beat 
(oin them.’Thanks 
I, you're great!! 

Mrs J. Talbot, Bromsgrove, 

Wore?. 

Really we’re all soft at heart, Mrs 
Talbot! Your letter caused such a 
warm glow In everyone at the 
CRASH offices -even Mr Kean's 
perennial grimace softened. So 
thaTs £12 worth of software on its 
way. ». 


As I said, the piracy article 
prompted several writers... 


GRAMMATICAL 

PIRATES 

Dear Sir, 

I go to a grammar school and, of 
course, in the junior years a lot of 
this (copying) goes on. In some 
ways it is obviously damaging, but 
I know several people who would* 
not buy a game unless their friend 
gave them a copy of one of his, 
and vice versa. So, there you 
have two games purchased 
instead of none. This isn’t just my 
opinion, but I feel it is quite a valid 
point. 

Tim Arnold (14), Wisbech, 
Cambs. 

Well the mathematics sound fine, 
Tim, but I wonder whether the 
software houses agree. 

LM 


DON’T KILL 
THE GOOSE 

Reading your magazine, I came 
across D.H.’s letter on copying. I 
know that illegal copying is 
disrupting software houses, but 
when you manage to scrounge 
the cash off your parents for the 
computer, there is no cash left for 
the cassette recorder, TV, etc, let 
alone for the cassettes at £5 plus. 
You just can’t afford it. 

However, software houses 
should not be too dismayed over 
schoolboy copying. It makes their 
games popular and far from taking 
profits away, they stimulate sales. 
Spectrum games, for example, 
the easiest to copy, outsell all 
others. Computers which have 
sophisticated protection are not as 
popular, and prices for games are 
much higher-e.g. Dragon, BBC, 
Commodore. I agree that 
commercial copying is wrong, but 
be careful software houses - don’t 
kill the golden goose. 

J. Parker (address withheld by 
request). 



Perhaps you’re right, BUT, 
making a game popular isn’t the 
same thing as ensuring the 
software houses receive the 
proper benefit! 


ORGANISED 

PIRATES 

Dear CRASH-ers, 

Interesting editorial in issue 4. 
The main aim of software houses 
seems to be to make it impossible 
for independent pirates to copy 
tapes. However, organised 
pirates may be able to afford to 
buy the devices available, 
examine them and find a way to 
reverse their effects. 

Hopefully, these security 
devices will be watch-dogged to 
see that they only go to 
respectable software houses. 
However, what is to stop pirates 
taking over or creating a software 
house and then using their 
machine to pirate tapes as a 
sideline? No security device can 
be infallible. 

Let me confess, I enjoy 
breaking into programs - but only 
to see if I can do it. I do not pirate, 
nor do I condone it. There are no 
pirate tapes in my collection and 
there never will be. If unbreakable 
systems mean no more breaking 
into games for me and those like 
me, well then I’m willing to pay 
that price for a secure future of 
software houses. 

Brian H. Longstaff, 

Sheffield, S. Yorks. 

Obviously there’s nothing to stop 
pirates taking over or creating a 
software house. I know of several 
people who have done exactly 
that. Fortunately the police are 
looking for them even now. 
Security devices are hardly likely 
to stamp out illegal copying or 
prevent clever disassemblers 
from getting into the software, but 
obviously the software houses 
have been alarmed at the extent 
of illegal copying and the general 


level of ignorance that has led 
people to believe that it is only 
little me, what harm am / doing 
really?’ By bringing it into the 
open as they have, at least the 
subject is getting an airing. 

LM 


SEEING SENSE 

Dear Sir, 

In the May issue of CRASH 
there was a letter featured written 
by a grandparent about printing 
games keys for pirates. I read 
your reply and for the first time I 
saw sense. Before Christmas I 
was with the Pirates, now I’m not 
so sure. I have a suggestion 
though - why are games pirated? 
Got it? Yes! because they’re 
expensive. WHY? we shout. 

What’s so special about some 
plastic and dioxide tape with a few 
beeps on it? We don’t know! 

Fair enough. The programmers 
must be paid, but why is there 
such a price difference? I am a 
great fan of pop music, but do I go 
around swapping copies of my 
records? NO! WHY! Becaluse 
they don’t take six weeks to save 
up for on an average of £1 a week 
pocket money. So please, 
software houses, save your own 
necks and put down the prices a 
bit. 

Neil Sumser-Lupson (13), 
Norwich, Norfolk. 


We have already made a mention 
in an earlier edition of CRASH 
regarding the amount of money a 
software house makes from sales 
of cassettes considering the 
number of sales compared with 
those in the music industry. I 
wonder, though, what the 
software houses actually have to 
say? 

On to the other touchy matter - 
our beloved editor’s snappy 
rejoinder to Personal Computer 
Games magazine! 


TRASHY GOSSIP 

Dear CRASH, 

I’ve recently bought issue 4 and 
read an article called Trashy 
Gossip. I think it’s totally wrong, all 
that rubbish about PCG is better 
than CRASH. I buy both 
magazines and find that your mag 
is much better. Your reviews are 
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more detailed for a start. Lots of 
PCG is listings and adverts. 

Javid Karim, Royston, Herts. 

Thanks, Javid. Jason West wasn’t 
quite in agreement though . . . 

LM 


SADDENED 

Dear Mr Kean, 

I totally agree with you on the 
subject of bad journalism and 
comments between magazines. 
Personal Computer Games fell 
from my view of it as a good 
magazine after that pathetically 
childish editorial they printed 
about your magazine. BUT the 
juvenility of that editorial did NOT 
need to be counter-attacked in 
the way you did in your editorial. 

It was so utterly futile of you to 
lower yourself to the standard of 
journalism blatantly showed by 
that magazine. All you did was 
revert to the childish element 
apparent in the PCG piece. 

I can’t express how sad I feel 
that a magazine of such a usually 
high standard had to stoop so low 
to make its anger known. It wasn’t 
really necessary to do that; 
anyone could see how 
unintelligent the PCG editorial 
was. 

Please, you should know by 
now that two wrongs don’t make a 
right. Don’t do it again. 

Jason West, 

Orpington, Kent. 

A note on my desk (in editorial 
long hand) tells me to say that 
even editors have bad days 
sometimes, and Roger Kean had 
one that day. He goes on to say 
that he agrees with you Jason - 
two wrongs don’t make a right. 
LM 



HAVE MORE FAITH 

Dear Lloyd, 

A couple of weeks ago I saw a 
snippet in PCG. it ‘mistakenly’ 
called your magazine TRASH in 
an attempt to put you down. I was 
about to write to them about their 
childishness when I saw your 
equally childish reply. I may be 
only 13, but I am still above such 
pointless name-calling. I also 
hope you have more faith in your 
readers than to think they will be 
put off your magazine by such 
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gossipmongers. I do find your 
magazine to be a good one, well 
worth 75p, so please don’t spoil it 
with such articles. 

A.C. Rawston, 

Leeds, W. Yorks. 

Such tickings off show you care, 
and your attitude gives us faith. 
Thank you! 

LM 


COP THIS PAIR! 

Dear CRASH, 

Thank you very much for the 
most encouraging review of my 
program Mindbender, which you 
featured in the May issue. 

I had seen a galley proof 
provided by Gilsoft but it was quite 
a thrill to buy your magazine on 
day of issue and see it was part of 
a five-page article. 

Did you realise that 
Mindbender is, in fact, a two-part 
adventure? On the reverse side of 
the tape is the second part of the 
mission, playable once you have 
escaped from the undergropund 
complex in Part One. 



Part Two was largely written by 
a colleague of mine, who also 
collaborated in the writing of Part 
One. Unfortunately he never got a 
mention on the cassette 
packaging,o which also neglected 
to mention that Mindbender is in 
two parts. 

Just for the record, my 
colleague is Brian Jenkinson, and 
like me, he is a police sergeant 
with the Cambridgeshire 
Constabulary. Also, just to show 
you that youth is not the only 
requirement needed to write a 
program, I’ll tell you that Brian is 
34 and I am 39 years old. 

We are both now engaged in 
writing further adventures and 
have completed one already, 
called Madcap Manor. Needless 
to say, we get an enormous 
amount of enjoyment in writing 
adventures, and any sales that 
result are really just icing on the 
cake, so your review was most 
gratifying. 

P.A. Styles, 

Whittlesford, Cambs. 

Yes, we thought it a little odd that 
there were no instructions on the 
insert, when the program implies 


that they aren’t on-screen 
because they may be found on 
the insert! Looking forward to 
Madcap Manor! But just to show 
that you can’t please everyone, 
we received another letter from a 
programmer. . . 

LM 


KNIGHT DRIVER 

CRASH Forum, 

The scene is set on a bleak grey 
Saturday morning, as a machine 
coder lies slumped over his 
Spectrum. It’s 8.31 am and the still 
room is disturbed by the 
never-ending tick tick whir of yet 
another Micro Drive which won’t 
stop. The programmer is 
awakened by the sound of a 
CRASH in the letterbox. 

8.32 am - and let the reading 
commence. 

9.12 am and the name Knight 
Driver errupts from the page, 
striking vague shovels of 
recognition in the still sleepy mind 
of the programmer. Isn’t this the 
game he wrote whilst discovering 
the inner intricacies of the Z80 
processor? Read on. 

Hey! What’s this? ‘Contains 
some BASIC . . . no joystick 
options .. . can’t cancel end game 
report.’ 

No, surely this can’t be right - 
zero cancels the report as well as 
the demo. Both Kempston and 
Interface 2 joysticks are 
automatically detected and the 
game is thoroughbred machine 
code. 

Oh dear, what can I do to rectify 
this situation? Why, I must write to 
CRASH in the hope they will print 
my letter. Thus said, here it is, and 
who says programmers don’t 
have a sense of humour? 

Clive Brooker (Knight 
Driver), Ashford, Kent. 

Thank you, Clive. Should you 
prefer reviewing to program 
writing -there is a vacancy just 
come up! The Ludlow public 
gibbet is getting quite packed 
with ex-reviewers. 

LM 


SATISFIED 

Dear Sir, 

After reading the review on 
Fighter Pilot in the March issue of 
CRASH, I just had to buy it. But as 
all the shops in my area had sold 
out of the game I decided to buy 
one from your magazine’s mail 
order. 

I sent off the postal order to you 
first class, and amazingly received 
the game three days later. So this 
letter is just to recommend any 
other readers who have 
considered sending off for games 
to do so without hesitation! 

Mark Harrison 
Redditch, Worcs. 

I was told by the denizens of the 
MO dept, to print this letter or risk 
the consequences! They made 


me an offer I couldn’t refuse! Still 
on the subject of mail order, but 
on a less happy note, we continue 
to receive letters from people who 
have lost money after sending it to 
Spirit Software . . . 

LM 


FORMULA NONE 

Dear Sir, 

After having seen page 110 in 
the May CRASH, I would like to 
bring to your attention Spirit 
Software, who advertised a 
program called Formula One , 
plus a steering wheel for £8.95. 

I sent a cheque on 22/2/84 
which was cahsed on 29/2/84.1 
have received nothing. Apparenty 
the address is an empty office in 
Kensington and the telephone 
number is constantly engaged. I 
believe that Spirit has not paid for 
its advertising and I am resigned 
to the fact that my order will 
remain unfulfilled and that I am 
unlikely to receive my money 
back. 

It has been a painful 
experience, but the issue is this. 
How far-reaching is GOSH’s 
sphere of activities? We all know 
that Ultimate, for example, are 
unlikely to default, yet, 
paradoxically, these blue-chip 
companies are the ones GOSH 
protects us from. I would hope that 
one day I would be able to send a 
cheque to a one-man operator 
with the same confidence as one 
sent to a biggie. So, please 
GOSH, rethink your 
responsibilities, or are you 
destined to become a bulldog 
without teeth? 

Name and address withheld by 
request. 


If you have sent money or 
cheques to Spirit Software, you 
are indeed, unlikely to get 
anything back -certainly not the 
fictitious Formula One with 
steering wheel, and it’s doubtful 
whether any money. Those 
fortunate to have sent cheques 
late in the day, may be luckier. 

The Metropolitan Police are 
investigating Spirit Software and 
its directors and have been 
returning uncashed cheques 
which they have found. CRASH 
also sent for the program some 
months back, and our cheque 
was uncashed and has been 
returned by the police. Anyone 
who would like to check this out 
with the police can ring 
Kensington police station, 
telephone 01-741 6212. 

As to the responsibilities of 
GOSH -it is still rather early days. 
Voluntary organisations such as 
GOSH do take time to find their 
feet, and of course remain 
powerless in many 
circumstances. Rogue 
companies have always made a 
killing in any market and no 
protection system can contain 
that sort of thing, it can only try. 
LM 

































THE GAME 

Dear Lloyd, 

I am only writing to say what a 
great mag you publish but also to 
say thanks for forwarding my 
name to Liz Harris (researcher for 
Yorkshire TV) who sent me an 
application form for the new TV 
programme The Game. 

I went for an audition and was 
lucky enough to be chosen to 
appear on TV to play The Game. 
(Actually, there’s three, but I can’t 
give too much away.) 

It will be screened in July 
through to August on Monday 
nights. Unfortunately there are no 
celebrities on the show (except 
me) contradicting an article I had 
read in CRASH (May). 

I would like to close by saying 
‘Hi’ to all the others who also 
appeared on The Game as I know 
they know your magazine. 
Jonathon Stainsby, 

Shipley, W. Yorks. 

See! Reading CRASH can even 
get you on to the telly! Hopefully 
The Game will prove popular, and 
be networked throughout the 
country later on. 

LM 


MR. ANGRY 

Dear Sir, 

Please print this letter as it will 
probably save a further 50,000 
people from doing the same and 
should clear up one vital point 
once and for all. I have founded a 
Hobbit (computer games) 
appreciation society and the 
mindless little jerk who wrote the 
letter headed ‘Black ZXTal’ and 
(can I bring myself to say it?) I 
quote, ‘I think Valhalla is twice as 
good as that boring game, The 
Hobbit’, deserves his spleen 
ruptured. 

How dare he compare the 
masterpiece of 40K of pure 
machine code with the rushed 
28K of (badly written) BASIC and 
some ineffective machine code 
routines which frequently crash in 
Valhalla ? Coupled with the 
(almost) identical backgrounds 



and the pathetically animated (?) 
blobs (which seem to have about 
as much intelligence as a dead 
rat) makes Valhalla a world beater 
as far as a waste of money is 
concerned. 

How dare he compare the detail 
in The Hobbit (such as each 
character being given a 
personality and inventory) to badly 
written rubbish with the following 
‘features’: if more than six objects 
are dropped on screen (the 
computer can apparently only 
hold six for each location) Klepto 
arrives (kleptomaniac - get it?) 
and picks up what you drop 
(presumably to stop the game 
from crashing); you get an 
out-of-screen error if you try to 
type in something when other 
things are happening; if a printer is 
attached, the computer oftren 
goes haywire with nonsense 
spewing out of it. 

I’m sure the 100,000 Hobbit 
fans out there agree with me in 
saying that The Hobbit is, and will 
remain, the best and most 
sophisticated adventure (at least 
until Sherlock Holmes is 
released). 

I hope that has clarified the 
situation and hopefully put a few 
minds at rest (I was seething!). If 
anyone else would like to write to 
me concerning the Hobbit 
Appreciation Society, please 
send a small stamped addressed 
envelope with your 
correspondence and I will reply to 
you promptly. 

Nigel Foster, 

12 Middlefield Lane, 

Hinckley, Leicestershire LE10 
ORB 

Well, I think that’s certainly 
clarified the situation nicely, Nigel 
- whatever you do, don Y slam the 
phone down, please! 

LM 



LOTS TO SAY 

Dear Ed, 

Lots to say so will be brief and 
to the point. First, I agree with the 
bloke in last month’s issue headed 


ZXTal. This is not worth the £7.95. 
One it’s slow, two - 
comprehensive instructions are 
virtually non-existent, three - 
there are many other games more 
devious, sophisticated, faster and 
interesting than this. Not that I 
want to take away anything from 
Carnell, you understand, but this 
game seems to be as overrated in 
computer games as Casablanca 
is in films. (That’s one of my 
favourite films! LM) 

Second. In last month’s issue I 
was highly impressed by the 
developed English and generally 
intelligent review composition that 
J. Singh and others presented. 

You yourself said the standard in 
the competition was high. I then 
considered whether it might be 
worth trying this on a permanent 
basis - as it were, a closer 
relationship with the readers, thus 
making the readers feel more 
relaxed with reviewers with 
whom they can relate. 

Third. When is that article on 
joysticks you promised going to 
materialise? 

Fourth. Although it doesn’t 
completely spoil my monthly 
reading, it does irritate me slightly 
as I view the seemingly endless 
typing errors or printing errors 
which crop up. Last month I 
counted 20 plus, giving up 
eventually. If it gets any worse I’m 
sure your readers will be sending 
unending letters for you to cringe 
at, or undoubtedly more terrific 
poems from Mark Harvey. 

Sped, 

Stockton, Cleveland. 

To take the points in order: I have 
no strong views one way or the 
other about Black Crystal, never 
having got off base 1 with it. But I 
do know that Wrath of Magra 
comes complete with the fullest 
instructions possible -it weighs a 
ton! As to readers ’ reviews - this 
has been under consideration. 

The trouble with it is largely the 
insane schedules fora monthly 
magazine, which mean we must 
be able to absolutely rely on 
material coming in when it’s 
supposed to. Still, the idea is still 
under consideration. The joystick 
article will happen, but we 


delayed it because every other 
magazine under the sun did it to 
death just before Christmas, also, 
there has been a lot of 
developments in interfaces and 
joysticks since, so the material is 
being looked into with a view to 
an autumn article. As I think I have 
pointed out before, CRASH runs 
to an enormous number of words 
each month, probably two and a 
half to three times as many as any 
other similar magazine. With the 
best will in the world you are 
going to get errors which go 
unspotted in over 120,000 words. 
By my rough reckoning, last 
issue’s errors ran to a little over 
1 %of the total wordage, and I 
don’t think that’s too bad, though 
we try to cut even that figure 
down of course. And anyway, 
you’re right - Mark Harvey has 
done it again . . . 

LM 


Dear CRASH, 

Many thanks to all concerned 
For publishing my letter, 

But just to wrap things nicely up 
I’d like to make all better 

My poem was not all complete 
In the sense the word is known, 
For twelve mistakes were omitted, 
But you added six of your own! 

Why are there so many spelling 
mistakes 

Than any other magazine 
around? 

Because there’s so much more 
writing 

Than any other magazine around! 
Games I thoroughly 
recommend? 

Well now, let me see... 

Invasion of the Body Snatchas 
Trashman, Jetset Willy. 

With 60 rooms and 79 objects 
Matthew Smith I must commend, 
But the glasses in ‘Conservatory 
Roof 

How? Or I’ll go round the bend 
(If I’m not already) 

Crash is the bestest mag around, 
The only one for me - 
So much is packed in to read, 

And for just 75p. 

B.F.N., Mark Harvey, 

Tadcaster, N. Yorks. 


48K SPECTRUM £5.50 

COMMODORE 64 £6.50 


48K SPECTRUM £5.50 


48K SPECTRUM £5.50 
BBC MODEL B £6.50 



48K SPECTRUM £5.50 


48K SPECTRUM £5.50 


TEMPLE 
ofVRAN 1 



(incb^ AVAILABLE FROM LEADING DEALERS EVERYWHERE 



OR DIRECT FROM 

Incentive Software Ltd, 54 London St, 
Reading RG1 4SQ (0734) 591678 
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Pool 


Producer: C.D.S. 
Microsystems 
Memory required 16K 
Retail price: £5.95 
Language: machine code 
Author: Mike Lamb 

Pool by CDS is hardly a brand 
new game, having emerged in 
the middle of last year. But 
most such games were 
released before CRASH 
started life, and it’s no bad 
thing to catch up on a few of 
them, especially if they have 
been popular, and CDS Pool 
certainly has, remaining in the 
charts all year. To celebrate its 
continuing popularity, CDS 
have now repackaged the 
game in a new cassette cover 
which matches the style of 
their recent releases. The 
game, however, remains as it 
was. 

Each version has its own 
pecularities. In the CDS Pool 
you start each game with three 
balls and three shots. The 
object is to pot ail six balls on 



A battle on the cool green baize in the newly repackaged CDS Pool. 


the table, three red and three 
blue. Aiming the cue ball is 
done by moving a small trian¬ 
gular marker around the edge 
of the table, the ball being shot 
towards the marker (not in the 
opposed direction as happens 
in some versions). The marker 
is moved clockwise or anti¬ 
clockwise using the S or A 
keys. Speed of shot is control¬ 
led by a five block bar below 
the display area. After a shot 


OTLAOTIS 


SOFTWARE 

LimiTED 


URGENTLY REQUIRE MORE 
HIGH QUALITY ACTION GAMES 
FOR THE ZX SPECTRUM 

If you have written an exciting 
and original game for the 
CBM 64, Vic 20 or ZX Spectrum 
we would like to talk to you. If 
the game is good, we will pay 
high royalties on world-wide sales. 

In the first instance, send a copy 
of your game, together with 
any instructions to: 

Michael Cole 

ATLANTIS SOFTWARE LIMITED 
19 Prebend Street, London, N1 8PF 


has been taken, the speed set¬ 
ting returns automatically to a 
value of three. 

During a game the number 
of shots remaining will 
decrease by one for each shot 
made, unless a ball is potted 
on that shot when it will revert 
to three. After frame three, this 
is reduced to two shots. Any 
foul shot results in one of the 
players three start balls being 
removed. 

Scoring is done by giving the 
blue balls 20 points and the red 
10 points. Pool can be played 
by one or two players, each 
score being continuously dis¬ 
played. 


CRITICISM 

• ‘This is an excellent copy of 
the arcade Pool game (which 
is, in turn, a copy of real pod!). 
The graphics are very good, 
the balls moving accurately 
and smoothly. Setting up shots 
is easy with a pointer which the 
cue ball will aim for. I enjoyed 
this game and found it rather 
addictive (mind you, I am a 
snooker/pool fan) and I feel 
that all Spectrum owners 
should have this in their collec¬ 
tion, especially if they enjoy the 
real thing (either video or 
‘real’). It’s a shame you cannot 
arrange the balls on the table 
to try out new or trick shots. 
Overall Pool is a very good 
game.’ 

• Of all the versions I have 
played, I still think the CDS 
Pool has the best graphics. 
The movement of the balls is 
very good, smooth and con¬ 
vincing in the way they 
rebound. They also come to a 
rest more realistically than in 
any other version, and every 
bit as well as the dedicated 
arcade version in my local 


pub. The colour has been well 
used - there isn’t much room 
for alteration of course - but it 
ail stands out well. Playing 
Pool has been made simple, 
especially as the cue marker 
can be inched very finely by 
tapping the key. Holding the 
key down will cause it to 
speed up so it doesn’t take 
ages to move around the 
table. Definitely the best Spec¬ 
trum version, and if you 
haven’t already got it and you 
like table games, then you 
should have this one. ’ 

COMMENTS 

Control keys: A/S moves 
cursor anticlockwise, 

L = speed, ENTER to shoot 
Keyboard play: simple and 
responsive 

Use of colour: well used but 
naturally limited 
Graphics: good movement of 
characters, well laid out text 
and scores 

Sound: well used with 

rebound sounds and a strident 

tone for the cue cursor 

Skill levels: 2 

Lives: 3 balls 

Features: 1 or 2-player 

games 

General rating: felt to be the 
best Spectrum version, a very 
well done implementation and 
good value for money. 


Use of computer 

79% 

Graphics 

75% 

Playability 

76% 

Getting started 

80% 

Addictive qualities 

78% 

Originality 

65% 

Value for money 

87% 

Overall 

77% 
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Available direct from CDS Micro Systems (Trade enquiries welcome) 

Send Cheque or PO. To CDS Dept. 10,Westfield Close,Tickhill, Doncaster DN11 9LA. Tel: (0302)744129. 


Use your shill and judgement 
and play llhe the professionals 


a truly amazing version of 
the game of POOL... 
Spectrum I6K/48K 

£ 5-95 
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lephone 0223-21445 


Ring us now for details of your 


with the Intelligent Joystick Interface 
from Cambridge Computing! 
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FootballGame 




Comments about the game from press and our customers. 

c ... "FOOTBALL MANAGER is the best game I have yet seen on the 
Spectrum and my personal favourite of all the games on any micro... To the ordinary 
person it is an excellent view of what can be done in the field of computer games 
c «^i/riS»2 r0wn - ,n9 g orv ° f mis 9 ame is the short set pieces of match highlights which show little 
£ r ° und a P' t( r h - shooting, defending and scoring . Jt is a compulsive 
hn™ P?° P ca " not take game sessions of 9 hours or so. which happened on one 

grateful to know that there is a save to tape 1 option. FOOTBALL 
nornT” ' tco , u ' d The originator, Addictive Games, certainly deserve the 

name. Rating. 19/20 (Practical Computing - August1983). 


From software stockists nationwide, i 


7A RICHMOND HI. 
BOURNEMOUTKBH2 6HE 


Dealers! For urgent stocks send 
your headed notepaper direct to I 
our address. 


Football Manager 

Designed by Kevin Toms w 

Some of the features of the game: 

★ Matches in 3D graphics 

★ Transfer market ★ Promotion and 
relegation ★ F.A. Cup matches ★ 

Injury problems ★ Full league 
tables ★ Four Divisions ~ 

★ Pick your own team 
for each match. ★ As 
many seasons as you 
like ★ Managerial 
rating ★ 7 skill levels 

★ Save game facility. 


* ZX81 Chart 

Home Computing Weekly 
1.8.83 and 1/11/83. 


SINCLAIR, ATARI 
COMMODORE 

COMPUTER REPAIRS 
by the 

SPECIALISTS 


WALKERS will repair your MICRO quickly 
and efficiently. 

Services available to suit the Customers 
requirements include "one-off” repairs and 
Quotations. 

Most Repairs will be in the range 
£15 to £30 
subject to machine 

FOR INFORMATION 

PHONE 021-643 5474 

CALL IN AT 

58 OXFORD STREET, BIRMINGHAM, B5 5NX 

OR SEND S.A.E. FOR DETAILS 


Walkers 

COMPUTER SERVICE 
AND REPAIRS 

T(>lp[]hunn: |(12]| K43 5474 
Tp|ni|r;nNH 
Shipluy Binnmi|h,im 
TrIrx 3371B4 TWSLOfi II 


STACK100«r|GHT pE N ■ £28.75 gives your computer eyesi 


SLR 

(STACK LIGHT RIFLE) 



JUST TWO OF THE EXCITING 
PRODUCTS IN THE STACK 100 RANGE 


CBM 64 Accessories 

Cartridges 

^ HELP - over 20 extra commands, disassembler and 
machine code monitor, DOS £28.75 
SUPERHELP - as HELP’ but with a comprehensive 

a on^ui SS f m ? er 

ARROW - loads and saves a 32K program faster than 
a 1541 disk drive (use with 1530/C2N cassette deck) 

? 33.35 

ARROW PLUS - as ARROW’ but with a 
comprehensive 6502 assembler £44.85 

4-SLOT MOTHERBOARD - (switched) £33.35 
and a full range of printer interfaces. 

Please send me a Free brochure, price list and 
the address of my nearest stockist. 

Name. 

Address. 

E. & O.E. 

CM6 

All prices are inclusive of VAT and delivery. 


STACK 1OO 

CUSTOMER INFORMATION CENTRE 

290-298 Derby Road. Bootle. Liverpool L20 8LN 
Trade Enquiries: 051-933 5511 ask for Trade Sales' 
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The room is darkened around you, 
concentrating all your attention on the 
brilliant green baize of the playing surface 
under its hot overhead illumination. The 
tension of the audience watching from the 
dimness of the surrounding stands is almost 
palpable in the air. You could cut the 
atmosphere with a knife! 

Your opponent hovers momentarily, poised 
over the edge cushion, one foot off the floor 
for better reach. There is a light click of the 
cue and a double click as the cue ball strikes 
another and then another. 

A sigh from the audience. It’s your turn 
again. You chalk your cue tip and examine 
the lie of the balls, brilliant colours gleaming 
on the green. You see your shot -a classic - 
take your stance, lower the cue and, 
breathing easily, line up the shot... 


C.D.S. 
POOL 
TO WIN! 


Despite considerable competi¬ 
tion, C.D.S. Microsystems 
have remained at the top of 
many software charts with their 
game POOL for a consider¬ 
able time. In recognition of this 
fact, C.D.S. have now com¬ 
pletely repackaged the game 
in a stunning new cover. 

If you have never played 
POOL, or if your well-used 
copy is wearing out the baize, 


now’s your chance to win one 
of the newly packaged ver¬ 
sions. In association with 
C.D.S. Microsystems, 

CRASH is giving away 50 
copies of POOL to the first 50 
correct entries drawn from the 
bag. . 

What you have to do is 
examine the word puzzle and 
ring the letters therein that 
make up the 19 words listed 
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C.D.S. POOL COMPETITION-WORD PUZZLE 


Find the 19 words listed below by ringing the letters, up, down or 
diagonally. Then give answers to the two questions. 


0 
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L 

X 

I 

M 

M 
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Q 

Q 

L 

Q 
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X 
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E 
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p 

P 

A 
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POOL 


TABLE 


TIP 


CHALK 


FOUL 


BALLS 


RED 


BLUE 


WHITE 


beside it. Additionally you 
must correctly answer the two 
questions below the puzzle, fill 
in your name and address on 
the coupon and then send it to 
us to reach the CRASH offices 
no later than last post on Fri¬ 
day, 27th July. The first 50 cor¬ 
rect entries drawn will each 
receive a copy of C.D.S. 
POOL. 


Fill in your name and address 

Name... 

Address. 


SPECTRUM 

POCKET 

CUSHION 

SMOOTH 

SHOT 

BAG 

FRAME 

POINTS 

CDS 

CUE 


1. Who is the current UK Pool 
champion?. 


2. Name 10 C.D.S. game 
titles. 


.Postcode. 

CDS/CRASH Pool Competition, PO Box 10, Ludlow, Shropshire SY81DB. 
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The Quill is a major new utility written in machine code which allows even 
the novice programmer to produce high-speed machine code adventures 
of superior quality to many available at the moment without any 
knowledge of machine code whatsoever. 

Using a menu selection system you may create well over 200 locations, 
describe them and connect routes between them. You may then fill them 
with objects and problems of your choice. Having tested your adventure 
you may alter and experiment with any section with the greatest of ease 
A part formed adventure may be saved to tape for later completion. When 
you have done so The Quill will allow you to produce a copy of your 
adventure which will run independently of the main Quill editor, so that 
you may give copies away to your friends. The Quill is provided with a 
detailed tutorial manual which covers every aspect of its use in writing 
adventures. 


48K Spectrum 


From The Golden Nib Of 
The Quill 
Comes a Gourmet Feast 
for 

Hungry Adventurers 
Volume 1 
of the 

GOLD COLLECTION 


Magic Castle 

Rescue the Princess from the Magic 
Castle but beware of Vampires and 
Booby Traps. 


Escape from the infamous prison p 
maybe impossible, but what r 
alternative have you? JJJ 


Barsak The Dwarf 


Mindbender 

Only you alone can save the world 
from the terrible power of the 
Mindbender. 

A Superb collection of adventures for the 48K §|j 
Spectrum written with the Quill. 

From the fertile imaginations of many authors, wej'-i 
have selected this fine volume of adventures for « i 
you to collect. Each adventure is complete in itself 
and is presented in the distictive livery of the |£\ 
series to grace your software shelf as you build up ^i| 
the collection. jjgp 

The adventures are priced at only £5.95 each. jij| 


pyplane 


Can you survive and complete your 
mission high in the sky over enemy 
territory? 


Selected titles available from good computer 
shops nationwide including 

W. H. Smiths, Boots, Menzies 

CjIL S OFT d' rect * rom us post or telephone 

30 Hawthorn Road SAE for full details of our range 

Barry 

Soth Glamorgan 
CF68LE 

S: (0446) 732765 

GOLD COLLECTION ■ GOLD COLLECTION ■ GOLD COLLECTION ■ GOLD COLLECTION ■ 


Africa Gardens 

What is the secret of the deserted 
Hotel and where are all the guests?. 


Diamond Trail 


Where in this city of death and intrigue 
is the stolen Sinclive Diamond? 


Credit Card Order Line 

Personally Manned for 24 hours 

S: 0222 41361 Ext 430 


Dealer enquiries welcome 



























SPECTRUM’S ADVANCED KEYBOARD 


The LO»PROFILE professional keyboard is the ultimate 
upgrade for your Spectrum. By replacing its existing keyboard 
with a high quality LO>>PROFILE, you give this world¬ 
beating computer the keyboard it deserves. 

The LO»PROFILE is a full size QWERTY keyboard with 
full-travel positive-action keys for super-fast entry of programs 
and data. Presented in an ultra-modem and robust enclosure, 


Featuring a full size space bar with dedicated numeric and 
curser keypad the LO>>PROFILE increases the number of 
keys from 40 to 53. A combination of clearly labelled, 
sculptured and height-adjusted keys aids the advance to 
fault-free touch-typing. 

Advanced Memory Systems have established an excellent 
reputation for product reliability and prompt delivery. This 


the LO>>PROFILE is elegantly styled and is inclined product has been tested to an impressive 20,000,000 




forwards for convenient operation. 


depressions per key and AMS offer a full one year guarantee. 


If not available from one of our 200+ dealers then fill in the 
coupon and we will send you a LO»PROFILE with our full 
no-quibble money-back guarantee. Or phone 0925 602690/ 
62907 for instant Access or Visa orders. 


Fitting your Spectrum computer board into the 
LO>> PROFILE keyboard is easy. All you need is a 
screwdriver to secure the board onto the base of the 
keyboard enclosure using the mountings provided. The 
LO»PROFILE is compatable with all Spectrum add-ons. 


Postcode 


_ Lo>>Profile Keyboard at £49.95 plus 


Please send No_ 

£2.50 p&p (VAT inclusive) 

I enclose a cheque/PO for £.or debit my credit card. 

Card No 

1 1 1 1 1 1 11 I 1 11 1 11 I"! ° Barclaycard 

□ Access card 

Signature_Date_ 

Name_ 

Address_ 


To: Advanced Memory Systems Ltd., 

Woodside Technology Centre, 

Green Lane, Appleton, Warrington WA4 5NG 





























Producer: Ocean 
Memory required: 48K 
Retail price: £5.90 
Language: machine code 
Authors: Ken Farmer and 
Jon Myers 

Ocean’s packaging and title 
screens have been delightful 
recently, and Moon Alert is no 
exception with the screen 
(designer D. Thorpe) being 
based on the cassette cover. 
The scenario for Moon Alert is 
a familiar one by now. What 
makes Ocean’s version inter¬ 
esting is that they have defi¬ 
nitely based this on the moon, 
with the activity of the Moon 
Rova taking into account the 
effects of a reduced gravity 
field. 

Space Fighter 7 has been 
blasted by the aliens and crash 
landed on the Moon’s surface. 
Fortunately the Moon Rova, 
stored on board seems 
undamaged. It is equipped 
with bilateral photon canon 
and perpendicular jet boos¬ 
ters, both of which you will 
need to survive the long jour¬ 
ney back to base. The aliens 
have located your crash site 
and are even now scouring the 


• ‘Smooth graphics, good 
tunes and reasonable sound 
effects boosted with Currah 
combined with marvellous 
playability, make this the best 
“Moon Buggy” type of game 
yet for the Spectrum. If it isn’t 
entirely original, Ocean 
should get a good rating 
because of the original way in 
which the game has been 
implemented. I particularly 
liked the way each zone is sec¬ 
tioned off by letters of the 
alphabet which come scrolling 
into the screen as you drive 
over them. Loss of life means 
you go back to the start of the 
sector you are in, not the 
beginning - until you lose all 
your lives of course. Highly 
addictive and maddening to 
play.’ 

COMMENTS 

Control keys: alternate keys 
bottom row for left/right, keys 
on the third row for jump, keys 
on the second row for fire 
Joystick: Kempston, Protek, 
Sinclair 2 

Keyboard play: good 
positions, with plenty of 
options, very responsive 
Use of colour: good 
Graphics: smooth, well 
detailed 

Sound: good tunes, plenty of 

incidental effects 

Skill levels: 1 but progressive 

difficulty 

Lives: 4 

Screens: continuously 
scrolling 

Features: 1 or 2 player 
games, Currah microspeech 
facility 

Originality: hardly an original 
idea, but a good version of the 
arcade original, and 
particularly well implemented 
with imaginative features 
General rating: very 
addictive, playable and 
generally very good. 


Use of computer 86% 

Graphics 89% 

Playability 95% 

Getting started 88% 

Addictive qualities 94% 

Originality 83% 

Value for money 90% 

Overall 89% 


the buggy. The rocks are red 
and the explosions white. 
There aren’t all that many 
ground-based obstacles - at 
first, and the hovering aliens 
don’t cause craters with their 
bombs or lay mines in your 
path. So at first it looks pretty 
simple. But it’s not. This is a 
deceptive game, because it 
trundles along at what seems 
like a leisurely pace. But it has 
been designed just right, 
slowly leading you into 
impossible situations. I par¬ 
ticularly liked the fact that ter¬ 
rain isn’t flat with craters. Here 
you have hills, humps, valleys, 
many of them awkwardly 
shaped so you have to time 
the jumps just right. Firing is 
nicely paced as well. The 
graphics are super smooth, 
leading you on into the grow¬ 
ing horror. Suddenly there are 
triangular things in the air - 
and they do make craters - 
and double sized rocks in your 
path. I must get back and see 
what comes next. Highly 
addictive!’ 


• ‘In my opinion, Moon Alert 
is the best ‘Moony Buggy’ 
game I have seen. The graph¬ 
ics are smooth and the jumping 
over obstacles is excellent. 
There are many stages and the 
game is very playable. I liked 
this one, it has plenty of ‘feel, 
so that jumping over canyons 
is not just a hit and miss affair. 
The keyboard positions are 
good and the graphics and 
sound are good.’ 

• ‘There have been several 
Spectrum versions of the 
“Moon Buggy” game now, 
and I think Ocean’s has been 
rather long awaited. But the 
wait is worth it. This is the best 
yet. Oddly enough, it doesn’t 
look very exciting at first. It 
isn’t violently coloured, just 
black, dark blue and purple 
with a pale blue line drawing of 


terrain for you. 

As usual, your Rova travels 
from left to right against a scrol¬ 
ling background of mountains, 
and a scrolling foreground of 
craters, whilst overhead, the 
alien craft drop bombs on you. 
The ground is divided into 26 
sectors, lettered A to Z with 
Ocean claiming that over 300 
screens are included in the 
game. 
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Stop 

the Express 

Producer: Sinclair 
Memory required: 48K 
Retail price: £5.95 
Language: machine code 
Author: Hudson Soft 

Trains seem to be in the news 
this issue, what with Blaby’s 
Casey Jones and now this orig¬ 
inal game marketed by Sinc¬ 
lair. Hudson Soft is the Japan¬ 
ese company who have been 
releasing games in Britain 
recently. Anyone who has ever 
wanted to do one of those 
scenes in movies where the 
hero runs along the tops of the 
carriages on a moving train, 
can now have a go! 

The ITA Express has fallen 
into the hands of the evil Red- 
men. As Special Security 
Agent, your task is to stop the 
train and apprehend the vile 
criminals before they reach the 
border. You must reach the 
front carriage and unlock the 
motorman’s cabin, avoiding 
the thrown knives of the red 
rotters and their fists. Your only 
weapons are your wits, skill in 
timing and the likeable 
Snakebird. 

The screen shows the car¬ 
riages of the moving train, 
almost filling the playing area. 
You are lowered from above 
on to the roof of the last car¬ 
riage. The train’s motion is 
indicated by the backward 
scrolling ground beneath the 
train, and the flashing tele¬ 
graph poles behind it. As you 
run forward, the carriages 
slowly scroll backwards. 
Thrown knives are ducked by 
falling flat and the gaps bet¬ 
ween carriages are negotiated 
by jumping. If the pursuing 
redmen catch up with you, or 
one of their knives hits you, you 
are flung off the train, which 
sails on without you. 

Occasionally a snakebird 
flies past. Leaping up will 
enable you to catch one, and 
pressing the fire button will 
release it to attack your pur¬ 
suers. Just below the score 
line is a caution signal which 
flashes whenever an overhead 
electric stanchion is approach¬ 
ing. Running your head into 
one of these is painfully fatal! 

If you get through the first 
screen, the scene cuts to the 
interior of the carriages - a sort 
of cutaway view. Here the hero 
must use the passenger hang¬ 



ing straps to swing up and 
avoid the redmen, or it’s poss¬ 
ible to leap over them, even 
kicking them in the teeth. But 
watch out for the ghostly red 
things that inhabit the straps as 
well. 

The first stage is ten car¬ 
riages long, stage two is the 
same before the motorman’s 
cabin is reached. Each redman 
thrown from the train scores 
100 points whether it is the 
released snakebird or a kick 
which sends them flying. 


CRITICISM 

• ‘This is like a scene from a 
James Bond film. A very origi¬ 
nal idea nearly always sells 
cassettes - this is original and 
great fun to play. The train car¬ 
riages are well drawn and col¬ 
ourful. ‘You’, your enemies and 
the snakebirds all move very 
fast. The sound isn’t bad, with 
a dicky effect resembling the 
wheels going over the rails. 
One disadvantage with 
keyboard play is the number of 
keys needed to move and 
operate your man. One of the 
better games that Sinclair has 
just released.’ 

• ‘The graphics in Stop The 
Express are quite impressive, 
probably because the train 
carriages are so large and 
colourful, but there are lots of 
other neat details, like the 
telegraph poles and sagging 
wires which can be seen 
above the roof and below the 
wheels, also the overhead 
electric stanchions move in 
perspective as they flash by 
above you. Should you fall off, 
the train goes on by-the exact 
number of carriages you have 
already got across. This is a 


game which requires nifty tim¬ 
ing and responses, but which 
lets you improve, since the 
same events happen each life, 
so you get the hang of it even¬ 
tually. Very addictive. ’ 

• ‘No help is given from the 
snakebird once you are inside 
the express, so you must time 
your jumps and kicks very well. 
There’s also this awful thing 
hanging up on the hanging 
straps which is after your 
blood. On top of the train it’s 
worth being careful with your 
snakebirds, as they are only 
effective for the length of one 
carriage, falling off at the end. 
Also, you can only carry one at 
a time. This is a highly original 
idea with imaginative graphics 
which also has just the right 
sort of ingredients to make it 
fun and addictive.’ 


COMMENTS 

Control keys: a bit of a 
handful - A or J/D or L run 
left/right, Q or l/E or P to jump 


left/right and X or M =down, 
CAPS or BREAK to fire 
Joystick: ZX 2 
Keyboard play: difficult with 
so many keys, joystick 
recommended, but very 
responsive 
Colour: very good 
Graphics: very good, large 
and detailed 
Sound: above average 
Skill levels: 1 
Lives: 3 

Originality: very high, nothing 
else like it 

General rating: amusing, fun, 
hard and reasonably addictive. 


Use of computer 58% 

Graphics 83% 

Playability 85% 

Getting started 78% 

Addictive qualities 85% 

Originality 88% 

Value for money 83% 

Overall 80% 
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Mugsy 

Producer: Melbourne 
House 

Memory required: 48K 
Retail price: £6.95 
Language: machine code 
Authors: Philip Mitchell, 
Clive Barrett, Russell 
Comte 

Mugsy is the first interactive 
video comic strip. So says the 
cassette inlay, and they’re 
probably right. Mugsy is a 
strategy type game in which 
the graphics are the stars. In a 
sense, what Philip Mitchell and 
his team have done is to bring 
graphics to the strategy game 
in much the same way that 
they did in The Hobbit for the 


how many hoods are still loyal 
and how much dough there is 
in the safe. 

It is then time to begin decid¬ 
ing how much dough to spend 
and on what to spend it on. In 
several dynamically drawn 
scenes, your friendly side- 
kicked accountant tells you 
each item and asks for the sum 
of money you are going to use. 
There is another comic strip 
balloon with a flashing asterisk 
in it. As you input the required 
figures, so it appears in your 
balloon. 

When these decisions are 
completed, you are treated to a 
micro-movie highlight of the 
year before battle begins 
again^ Should a contract be 
taken out on you by another 
gang, the scene cuts to a cafe 
interior and you have to shoot 
it out with the hit man. 


YOU'RE Pfl 
SCHMUDK/ 


adventure game. 

You play Mugsy, Godfather 
to a gang of wise-cracking, 
back-talking hoodlums, and 
your aim is to be the toughest 
and most powerful gang leader 
in the city. To do this, you have 
to manage the gang by making 
money and deals, buying them 
weapons. You must decide 
how many ‘clients’ will be pro¬ 
tected and how many 
‘squeezed’, make deals with 
City Hall and play the rackets 
(no, this is not a tennis simula¬ 
tion). If you are a success your 
hoods will stay loyal, but if you 
are too successful one of the 
other gangs may hire a hit man 
to get rid of you. 

The game is played along 
much the same lines as any 
other strategy of its type. But 
the look is very different. The 
loading screen sets the tone 
with its large comic strip 
graphic of Mugsy’s mug. This 
cuts to a waterfront scene of 
heavily shadowed hoods star¬ 
ing out over the night time city 
reflected in the still water. 
Information is imparted in 
comic strip balloons - a run 
down on last year’s activities, 


CRITICISM 

• ‘A video comic strip eh! Well 
this is quite a good idea involv¬ 
ing you in making decisions 
and running a rrtob. The game 
is quite playable for a few 
games but soon gets a little 
repetitive. The graphics are 
excellent and the animation is 
also very good (it’s only used in 
places). Generally a good 
game but it didn’t have too 
much lasting appeal for me. 
The comic idea is a wonderful 
one and could be expanded 


upon to make a more involved 
and interesting game.’ 

• ‘The graphics, which were 
all done using Melbourne 
Draw, are quite stunning. Not 
only because they are large, 
but because they really do 
look as though they have 
come from a comic strip. The 
scenery, the angles from 
which things are seen, like the 
overhead view of Mugsy and 
sidekick walking into a door¬ 
way, are all authentic and 
ower a lot to those 1940s 
American gangster movies as 
well as comics. I love the 
micro-movies - such a pity 
there aren’t more of them. One 
is a street scene with a street 
walker passing by the window 
on the other side of the street. 
Then a large limo pulls up 
opposite and someone leans 
out to fire a burst of machine 
gun bullets at your window. 
Unfortunately there really isn’t 
enough to do for the player in 
the game, as this program 
largely plays by itself. All you 
have to do is type in the sums 
of money to be spent and then 
sit back and watch the results. ’ 

• ‘It says stunning graphics on 
the cassette inlay, and for once 
its right. The amazing scenes 
are generated very quickly and 
the game can be speeded up in 
the informational sequences 
by pressing any key as soon as 


the balloon has been read. The 
problem I found with Mugsy is 
that it isn’t really much of a 
game as such, and after a few 
“years” have gone past, you 
have seen all the pictures there 
are and it begins to lose inter¬ 
est. What we need now is the 
graphics of Mugsy and the 
complications of a real teaser 
like The Hobbit. Is it too much 
to ask? I hope not. Mugsy 
probably is worth buying 
though, because it certainly 
looks good.’ 


COMMENTS 

Control keys: (arcade scene) 
I/P left/right, Q/Z up/down, B, 

N or M to fire 

Use to colour: very good, 
comic colours on strong black 
and white 

Graphics: excellent, with 
some amazing animation 
Sound: poor - a very good 
typical tune, but no sound 
during play 
Skill levels: 1 
Lives: 1 

General rating: an unusual, 
original presentation for a 
somewhat simple strategy 
game - a game that points the 
way forward without, perhaps, 
doing itself enough justice. 


Use of computer 68% 

Graphics 91 % 

Playability 76% 

Getting started 78% 

Addictive qualities 50% 

Originality 85% 

Value for money 63% 

Overall 
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Cosmic 

Cruiser 

Producer: Imagine 
Memory required: 48K 
Retail price: 5.50 
Language: machine code 
Author: Steve Lavache 

Cosmic Cruiser comes pack¬ 
aged in Imagine’s new cas¬ 
sette design with a profile of 
the programmer and detailed 
instructions and game objec¬ 
tives. 

Essentially you have parked 
your Cosmic Cruiser under¬ 
neath an Earth-owned space 
station which has been over¬ 
run by aliens. Your task is to 
rescue the captured crew and 
bring them to the safety of your 
Cruiser. Your ship is equipped 
with a laser canon and a hatch, 
and you also have a laser hand 
gun. Cosmic Cruiser is not a 
moving game in the sense that 
the ships fly about; both your 
ship and the space station 
remain static. The object is to 
shoot open one of the hatches 
in the station which line a 
revolving outer wheel. This is 
done with the canon. You can 
then fly up to the opened hatch 
and dive in. The scene cuts to 
the interior. If you are lucky the 
compartment will contain a 
crewman, and after blasting 
the alien guards, you can drag 
him to the safety of your ship. 
But not all the compartments 
contain crewmen. You will 
have to kill all the aliens before 
you can leave. Outside, the 
aliens are gathering. There 
may be fighters which will 
bomb you and the warriors 
from the station may come 
after you. Firing the hand gun 
while carrying a crewman will 
result in his floating away from 
you. 

Progression from level to 
level is either by time or by 
rescuing eight crewmen. 
Bonus points are awarded 
after each level. As the levels 
progress the enemy become 
nastier. 

CRITICISM 

• ‘Cosmic Cruiser is, in my 
opinion, rather similar to Pedro 
by Imagine in as much as the 
game is a good idea but gen¬ 
erally falls down on playability . 
Graphics and sound are good, 
but the graphics do have some 
problems. But the main prob¬ 
lem is the sheer lack of playa¬ 
bility. For instance, when 



inside the space station you 
must kill off all the aliens to 
escape. This is difficult due to 
your man being hard to control 
and only firing very slowly. This 
is another good idea gone 
wrong. Are Imagine going 
down the same street as that of 
waning pop groups? Just 
releasing material and expect¬ 
ing fans to buy it won’t work in 
this industry. Even though I 
feel this is essentially a ‘bad’ 
game, it’s ‘average’ because it 


is still better than many games 
available. Imagine just don’t 
seem to get the whole thing 
working correctly. They brag 
about their programmers, 
musicians, artists, techs, etc, 
let’s hope they all work 
together to give a co-ordinated 
presentation next time!’ 

• ‘Looking at Cosmic Cruiser 
and, before it, Pedro, / begin to 
suspect that Imagine tried 
lowering their prices to £3.95 
because they thought these 
games were not worth it, and 
for £5.50 they’re not. The basic 
idea is quite good, but your 


man is poorly drawn and very 
fidgety to control.. He wobbles 
and bounces off things, is slow 
compared to the aliens and 
fires slowly, considering how 
many of them there are. Inside 
the space station, the com¬ 
partments are drawn in a false 
perspective, but the objects 
lining the sides cramp the 
space so much that there is 
little room left for the man to 
move away for target distance 
and he has to be facing the 


alien to shoot it, so he needs 
that space. The result is 
unplayable and very soon 
completely pointless. ’ 

• ‘I’m afraid the best thing 
about this game is the title 
screen and start music. 
There’s precious little sound 
anywhere else and the graph¬ 
ics, while reasonable to look at, 
behave very oddly at times. 
Your laser canon jerks viol¬ 
ently in turning, and when you 
leave it, your man materialises 
away from it, rather than being 
animated out. This violence of 
control runs through the rest of 


the game too. I think it’s totally 
astonishing that the company 
to have released a game like 
Zzoom should have let this one 
go.’ 

COMMENTS 

Control keys: alternate 
bottom row for left/right, 2nd 
row down, 3rd row up, top row 
fire 

Joystick: Kempston, ZX 2, 
Protek, AGF, Fuller 
Keyboard play: average 
responses, but hard to control 
Use of colour: good 
Graphics: average 
Sound: poor (except for start 
music) 

Skill levels: progressive 
difficulty 
Lives: 4 
Screens: 2 

Originality: not a bad idea, 
and certainly quite original, but 
poorly implemented 
General rating: below 
average. 


Use of computer 58% 

Graphics 62% 

Playability 30% 

Getting started 74% 

Addictive qualities 35% 

Originality 68% 

Value for money 48% 

Overall 54% 


Spellbound 

Producer: Beyond 
Memory required: 48K 
Retail price: £5.95 
Language: machine code 

Released at the same time as 
Psytron, Spellbound is in a dif¬ 
ferent class, sadly, a some¬ 
what lower one. Dressed in the 
guise of dungeons and 
dragons, Spellbound is actu¬ 
ally a ‘Q-bert’ game of leaping 
from square to square to 
change the colours of a 28 step 
pyramid. 

The scenario is that you (a 
frog in the disguise of a prince - 
or is it the other way round?) 
must escape the clutches of 
the witch Griselda. She (or is it 
a he?) stands to the left of the 
pyramid, stirring her/his caul¬ 
dron. To do this you must hop 
about on the pyramid and 
change the colours of the steps 
without hopping over any 
edge, or occupying a square 
occupied by one of Griselda’s 
spell creatures. These appear 
on the top square at intervals 
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... getting out is quite another matter because the aliens give the hero a fit 
of the jitters. 
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Griselda stirring her (or his) cauldron would send shivers down any princeling 
frog s back. 


as she throws them out of the 
cauldron with a flash of lightn¬ 
ing. 

There are 12 levels of 
increasing difficulty, with more 
and more spells chasing after 
you. 

CRITICISM 

• This game didn’t get off to a 
good start - pressing the 
Protek/AGF joystick option 
resulted in my being asked to 
program my joystick, so I had 
to play with a totally unrespon¬ 
sive keyboard instead, as I 
couldn’t get back to the option 
menu again without reloading. 
The witch on the side of the 
screen is realistic as she stirs 
her cauldron and throws out 
spells, but the playing charac¬ 
ters are small, undetailed and 
the choice of colour is appal¬ 
ling - you can hardly see some 
of them. On some screens the 
change in colours when you 
jump on the steps is so slight it 
hardly shows up at all. As this 
is a ‘Q-bert’ type game, where 
have the essential spinning 
tops to take you up to the top 
gone?’ 

• At first glance, this 
“ Q-bert ” version looks very 
good, with unusual graphics, 
a nicely animated witch and 
muted colours. A lot of sound 
has also been used, which is 
nice until you find out that 
whenever the witch throws a 
spell out and there is an explo¬ 
sive sort of noise - everything 
on the pyramid stops dead. 
Should you be pressing a 
jump key at the time, the hesi¬ 
tation can make you try pres¬ 
sing it again, with the result 
that you make two jumps when 
everything resumes play -and 
over the edge you may well 
go. The keyboard responses 
are the problem with Spell¬ 
bound, and it makes the game 
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less playable and not very 
addictive. ’ 

• The graphics are rather 
cute, but the game itself is a 
little on the slow side, and I 
really feel that with the recent 
rush of “Q-bert” type games, 
there are much better versions 
around than this one. One fac¬ 
tor in Spellbound which makes 
it different, apart from the fairy 
tale scenario, is the fact that 
each level is played out against 
a falling time limit - although be 
warned - the red segment isn’t 
an indication of imminent 
death. When you reach the red 
bit - you’re already dead!’ 


COMMENTS 

Control keys: Q/P left/right 
upwards, Z/M left/right 
downwards 

Joystick: ZX 2, Kempston, 
Protek, AGF, Downsway (has 
key programming option) 
Keyboard play: poor 
Use of colour: colours used 
are varied and good, but not 
always very well used 
Graphics: reasonable, but 
playing characters are poorer 
Sound: good 
Skill levels: 12 
Lives: 3 

Originality: based on arcade 
game, now several versions 
available 

General rating: interesting 
variation, but lacking 
playability due to 
programming. 


Use of computer 54% 

Graphics 62% 

Playability 43% 

Getting started 71 % 

Addictive qualities 40% 

Originality 45% 

Value for money 48% 

Overall 52% 


% 


Airbase 

Invader 

Producer: CP Software 
Memory required: 48K 
Retail price: £5.95 
Language: machine code 
Author: Chris Whittington 

Politics seem to be creeping 
more and more into computer 
games - so does sexism. The 
two are firmly combined in this 
novel idea from CP Software. 
You play a CND supporter - a 
female one - and your task is to 
prevent President Raygun 
clones, which have been 
loosed amongst the bunkers 
beneath USAF airbase 
Greenham Common, from 
finding the red nuclear button 
and blowing the world to king¬ 
dom come. The inlay says that 
hero Annie (is heroine an illeg¬ 
ally sexist word now?) has 
worked her way through the 
wire and into the complex. 


vulgar as a laser, instead 
Annie raises her hand and 
blows a kiss - it’s as lethal as 
any laser though.. Kisses can 
only be blown horizontally in 
the direction faced. In addition, 
the bunkers are littered with 
useful objects like maps, sec¬ 
ret documents, Hovis loaves 
and plates, knives and forks. 
The screen displays the level 
on which a President Raygun 
clone may be found and warns 
if one is about to press the but¬ 
ton. Can you find it in time... ? 

CRITICISM 

• ‘No comment on the politi¬ 
cal points in this game! Politics 
get into everything - I don’t 
want them associated with 
games! But on the game front 
this is a lighthearted - until you 
get to the ominous warning 
after failing to stop Raygun, 
which says, ‘Remember - if 
this was real - there wouldn’t 
be a next time.’ The graphics 
are smooth, nicely done and 
the game is very playable. The 
Iron Lady looks like something 



A sweet-hearted heroine blows kisses at all and sundry in an attempt to 
charm President Raygun away from the red button. 


The compelx itself takes the 
form of numerous rooms (with 
between two and four doors) 
on several levels. Stairs up are 
located at the top of a room, 
and stairs down at the bottom. 
Annie, armed with her CND 
banner, must fight her way 
through to get rid of Raygun 
clones. Other characters beset 
her: Harry Hardnose, gutter- 
press photographer, Old Bill, 
the plodding policeman, 
Squaddies - all Tommies with 
guns , and worst of all, The 
Iron Lady herself, neatly 
depicted as a Tory-blue hairdo. 

Annie’s politics are all 
peaceful, however, so she 
doesn’t blast these numerous 
nasties to bits with anything as 


out of SPITTING IMAGE.’ 

• A maze-type complex fil¬ 
led with enemies out to get you 
is hardly original, but the idea 
behind this one certainly is. It 
relies a lot on well drawn, large 
graphics and some neat 
semi-political ideas. Blowing 
kisses to kill off enemies is a 
good example of its originality 
in idea, and the concept is well 
implemented in as much as 
the Iron Lady is invulnerable to 
your loving charms! Good fun, 
and one where a clever idea 
hasn’t swamped good playa¬ 
bility. ’ 

• ‘First off I didn’t think this 
was going to be a very active 















































game - wrong again! Charac¬ 
ters are drawn exceptionally 
well, and you can recognise 
each one. The idea of the 
game is certainly novel if not 
realistic. One grumble though 
is that there’s no indication that 
you’ve shot the “right” Presi¬ 
dent Raygun, as he keeps 
cloning - and I’venever found a 
red button! The idea of “eat¬ 
ing” various objects through¬ 
out the game like cups of tea, 
Hovic, etc, to give you extra 
lives is a good one, as you 
often get killed off by the nasty 
geezers who run about the 
rooms. Graphics are smooth, 
large and well presented; the 
keys are not the best 
positioned I found, as they are 
all low down (leaves you 
nothing to lean on) but they are 
very responsive. Colour and 
sound have been used quite 
well throughout the game. The 
game is playable, but I think its 
addictive qualities will wear off 
- it depends on whether you 
like saving your country from a 
nuclear holocaust.’ 



Control keys: CAPS/Z 
left/right, X/C up/down, V to 
blow kisses 

Joystick: Kempston, Protek, 
AGF 

Keyboard play: very 
responsive but poorly 
positioned 

Use of colour: average 

Graphics: smooth, large 

generally good 

Sound: useful rather than 

imaginative 

Skill levels: 1 

Lives: starting with 3 

Originality: a novel concept 

based on a standard type of 

game 

General rating: above 
average to good, playable and 
reasonably addictive. 


Use of computer 59% 

Graphics 74% 

Playability 71% 

Getting started 74% 

Addictive qualities 61 % 

Originality 75% 

Value for money 62% 

Overall 68% 




It’s icy cold under the threatened Summer Palace in Driller Tanks. 


Driller Tanks 

Producer: Sinclair 
Memory required: 48K 
Retail price: £5.95 
Language: machine code 
Author: Hudson Soft 

Watch out! Emerging from 
their lairs deep underground 
the fire-breathing Mammutand 
their mindless cohorts, the 
Skorks, are on the rampage. 
‘Oh’ no,’ I hear you cry, ‘not 
again!’ Never mind - Driller 
Tanks can prevent them from 
invading the Summer Palace. 
The battle takes place in the 
old tunnel complex beneath 
the palace. Before the tanks 
can use their ice-canon and 
the power of their own weight, 
they must clear a path through 
the earth-filled tunnels. 

The screen display shows 
the summer palace to be 
saved at the top, and below it 
the complex of earth-filled tun¬ 
nels. These tunnels are actu¬ 
ally five platforms with four or 
five connecting passages bet¬ 
ween each level. The driller 
tank starts each life by drilling 
its way to the centre before you 
take over control. The earth is 
represented by blue colouring, 
and moving the tank along a 
passageway results in it turn¬ 
ing black. The tank moves fas¬ 
ter once a passageway has 
been cleared. 

The mindless Skorks move 
vertically upwards, filling in any 
passage you may have 
cleared. The purple coloured 
Mammut walk along the pas¬ 
sages breathing fire which des¬ 
troys your tanks. The tanks can 
fire and freeze a Mammut for a 
few moments before it 
unfreezes itself, but if frozen 
they are vulnerable to your 
crushing weight and will disin¬ 
tegrate. Scoring is for freezing 
and crushing Mammuts or 
freezing Skorks. You are lost if 
the palace is reached by a 
Mammut. The game contains 
eight stages of increasing dif¬ 
ficulty. 


CRITICISM 


• This was the worst of Hud¬ 
son Soft’s programs for Sinc¬ 
lair in my opinion. I mean this in 
the nicest possible way as the 
game is not really bad, it’s just 
that it did not seem over play¬ 
able - okay but could have 
been better. The graphics are 
fairly good and the smashing of 
the frozen Mammuts is well 
done. On the whole I didn’t 


enjoy playing this one, but I 
would still rate it as above 
average when compared with 
games in general.’ 

• Unusual game with 
unusual graphics, one that is 
quite playable and where tim¬ 
ing needs to be quite precise 
when freezing Mammuts. Hike 
the idea of Mammuts being 
able to de-ice your cannon, 
and the way Skorks can hinder 
your progress. The graphics 
are large and quite colourful 
with a fair amount of primitive 
animation. There are two sets 
of key layout for left and right- 
handed players, although in 
each the freeze ’ key is a bit out 
of reach. The start of each new 
screen or life is quite long- 
winded, something which 
quickly becomes irritating. Not 
for the cold-hearted!’ 


m 


ELECTRONICS 


NOW OFFER A QUALITY MAIL 
ORDER REPAIR SERVICE TO 
ZX81 AND SPECTRUM OWNERS 

ZX 81 £18.00 SPECTRUM £25.00 

Prices include parts, labour, VAT and postage and packing 

★ Very fast service 

★ We use Sinclair approved components 

★ All work and parts guaranteed 

Don't forget to send us your name and address 
with details of fault. We recommend the use of 
recorded delivery. If you can obtain any kind of 
screen display, please DO NOT send us your 
power supply. 


SEND YOUR COMPUTER AND CHEQUE IPO 
TO: 

RAINBOW ELECTRONICS 
45 DANESFORD 
HOLLINS WOOD 
TELFORD 

SHROPSHIRE TF3 2DZ 
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When you’re lost and alone in a maze filled with Floaters, there’s only one thing to do - explode a bomb. 




• ‘I thought Driller Tanks a 
medium interesting game - 
quite original in some respects, 
but somehow not thrilling 
enough to grab me for more 
than a few minutes. It hjas 
reasonable quality graphics 
and sound and enough diffi¬ 
culty in play to give appeal - 
but not for long. Very good 
demo/instructions.’ 

COMMENTS 

Control keys: A or J/D or L 
left/right, W or M up/down, 
SHIFT or SPACE fire 
Joystick: ZX 2 
Keyboard play: responsive, 
but not massively good 
positions 

Use of colour: reasonable 
Graphics: average, although 
a little on the primtive, blocky 
side 

Sound: average 

Skill levels: 1 but progressive 

difficulty 

Screens: 8 stages 
Originality: certainly scores 
here, the game idea is quite 
novel 

General rating: above 
average 


Use of computer 60% 

Graphics 69% 

Playability 47% 

Getting started 81 % 

Addictive qualities45% 
Originality 79% 

Value for money 53% 

Overall 62% 


Eric and 
The Floaters 

Producer: Sinclair 
Memory required: 48K 
Retail price: £5.95 
Language: machine code 
Author: Hudson Soft 

Eric and The Floaters sounds a 
bit like a pop group of the mid- 
Sixties; it also suggests an aer¬ 
ial game of some sort. Both 
guesses would be wrong, for 
this new game from Japanese 
Hudson Soft is an under¬ 
ground maze game. So the 
story goes: Hidden beneath 
the rubble of the Brick Lane 
(wherever they are) are the 
remains of a lost civilisation. 
Eric hopes to find part of them 
by blasting the rubble away 
with his bombs. But danger 
lurks in the Lanes, deadly 


inhabitants of the old system 
called The Floaters, will kill Eric 
if they touch him. He must des¬ 
troy them using his bombs. 

The Floaters are normally 
purple, but occasionally, like 
any arcade player, they lose 
their tempers and get red in the 
face. In this state they tend to 
actually hunt Eric down instead 
of placidly floating around. 

The screen display is of a 
large and reasonably complex 
maze form, each maze screen 
being separate. In stage one 
there is only one Floater, but 
these increase in number as 
the game proceeds. Walls may 
be blasted away by the placing 
of bombs, especially as some¬ 
times there are totally closed 
parts to the maze. Objects 
revealed after the dust has set¬ 
tled may be collected for points 
by running over them. Once all 
the floaters have been killed in 
a stage, the bonus points 
remaining from the original 
allowance at the start of the 
stage are added to your score. 

An element of strategy is 
required in the positioning of 
the bombs, which leave you 
about two and a half seconds 
before they explode. The 
game has 20 stages, during 
which the number of hidden 
items vary. 

CRITICISM 

• ‘This is a fairly original 
game from Hudson Soft. I liked 
the general layout and game 
type. Control was reasonable 
using the keyboard, but unfor¬ 
tunately Sinclair Interface 2 
was the only joystick option. I 
think this is a little selfish of 
them. Of course they want to 


sell their own interface, but not 
catering for other interface key 
mapping is just unfair. The 
graphics were pretty good and 
the game proved to be 
“almost” addictive - the joys¬ 
tick option may have tipped the 
scales against them.’ 

• 7 enjoyed this game rather 
more than I thought I was 
going to when I saw it was 
another maze game. The idea 
of leaving bombs behind you 
to explode when you’re safely 
round a corner, and hopefully 
the floater isn’t, is quite origi¬ 
nal, and makes for a differeent 
maze game. There is also a 
kind of Pacman ghost angle in 
this one too. When there are 
several floaters after you, it is 
easy to get trapped in dead 
ends or between two floaters, 
so careful escape route plan¬ 
ning is needed. When the 
floaters get "angry” is often the 
best time because they track 
you down, so you can lure 
them to their deaths more eas¬ 
ily. Unfortunately the game 
lacks playability in the end 
because the keyboard posi¬ 
tions are terrible, with a left 
hand and right hand cross of 
keys. I’ve heard the argument 
that this configuration allows 
you to use your hand like a 
joystick, rocking over the keys, 
but it isn’t that easy with the 
Spectrum keyboard. On a 
programmable joystick I also 
found that the control was 
unresponsive which led to 
many Eric deaths by being 
blown up with his own bombs. 
A pity. ’ 

• The graphics are quite 
large but a bit jerky and the 
overall use of colour is rather 


drab. The game idea is novel 
for a maze game but it is 
spoiled by unresponsive key 
control. Had it not been for that 
fact then Eric and The Floaters 
may have been quite addic¬ 
tive.’ 


COMMENTS 

Control keys: A or J/D or L 
left/right, W or l/X or M 
up/down, SHIFT or SPACE to 
drop bomb 
Joystick: ZX 2 
Keyboard play: awkward key 
positions 

Use of colour: average 
Graphics: quite good, a bit 
jerky but your man ‘folds’ up 
well when killed 
Sound: above average 
Skill levels: 1 but progressive 
difficulty 
Lives: 3 

Screens: 20 stages 
Originality: maze games 
aren’t new, but this one is a 
very different theme 
General rating: above 


average. 


Use of computer 

45% 

Graphics 

62% 

Playability 

58% 

Getting started 

72% 

Addictive qualities 

58% 

Originality 

62% 

Value for money 

64% 

Overall 

60% 
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FOR SPECTRUM 48K 



CONQUEST 


CONQUEST A tactical game which even veteran 
players will find both challenging and rewarding. 

Mediterranean Europe is divided into grid squares. Your 
aim, as Emperor, is to gain 100 squares of territory as quickly as 
possible - at the same time dealing with Barbarian counter¬ 
attacks, plagues, civil war and rival Emperors. 

5 levels of skill, plus a continuous ‘Conquest’ game where 
all the difficulty levels are thrown in together. 


3D BAT ATTACK An all action, 3 dimensional 
maze game where you gather up blocks of gold, at the same 
time pitting your wits against vicious vampire bats whose 
only purpose in life is to locate, hunt and kill you. 

4 levels of skill. At each level the game gets faster and 
more complicated, and the vampires more dangerous. 



JSPBNt 


Amak 



AFTER THESE, 

THE REST IS KIDS STUFF. 


So don’t play unless you’re ready 
to play the game for real. Because you’ll 
find there’s one sure thing about 
CheetahSoft: Soft we’re not. 

g°od stores. 
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The Prize 

Producer: Arcade 
Memory required 48K 
Retail price: £5.50 
Language: machine code 

This game takes its name from 
the fact that Arcade Software 
are offering a prize of £5,000 to 
the first person to locate the 
innermost chamber of a mas¬ 
sive maze and discover its sec¬ 
ret. 

You are in control of a space 
ship armed with laser tor¬ 
pedoes to be used against the 
various guardians in the maze. 
These include Death Drones, 
Mutants with vulnerable parts 
which you must discover as 
they won’t just die by being 
shot anywhere, and Crushers, 
large ladder shaped objects 
that work in threes and which 
kill on contact - and keep on 
killing! 

On each level of the maze 
there are energy bases which 
charge your ship so that it can 
withstand contact by the guar¬ 
dians and destroy them 
instantly. Once charged, the 
ship alters colour and will 
remain in this super-state for a 
random time. Time running out 
is indicated by the force field 
flashing. Whilst in this stage 
also, you can search for the 
coded pods to aid your prog¬ 
ression to the next level. The 
pods are numbered 1 to 5, 5 
being the transporter pod. 
These must be collected in the 
correct numerical order. 

Photographing the special 
code off the screen on level 4 is 
required for entry into the com¬ 
petition for The Prize. 

CRITICISM 

• This is a huge maze game 
with each ‘chamber’ taking up 


one screen -1 don’t know how 
many there are (perhaps that’s 
the secret at the centre), but 
there are a lot. Graphics are 
well animated, parts of the 
guardians moving within 
themselves. Different aliens 
have different firing techniques 
to try and destroy you. Colour 
shading for the walls of the 
chambers is used very well, 
and is quite varied. Keyboard 
layout (only the cursors) is not 
so good, but the keys are very 
responsive. Finding your way 
around this maze is a consid¬ 
erable task - never mind find¬ 
ing numbered pods. An 
a-mazing game with an incen¬ 
tive of £5,000.’ 

• The Prize is nothing spe¬ 
cial as games go except for its 
sheer size and the fact that the 
graphics are of a high stan¬ 
dard. The aliens are very vari¬ 
able, well animated and 
imaginative in design. The 
way they behave is also var¬ 
ied, and it’s a nice touch that 
on clearing a chamber and 
entering another only to find it 
packed so that you retreat 
back the way you came, you 
find the once empty chamber 
you originally left is now 
packed again. That sort of 
mistake can cost lives! The 
game keeps you busy which 
gives Hits addictive qualities. I 
must say, I enjoyed playing 
this game. ’ 

• ‘At last Arcade have 
brought out a game that is 
addictive to play and not just 
graphically pleasing. The 
game has several difficulty fac¬ 
tors built in - the Crushers are 
particularly hard to get past, 
requiring nerve and some skill 
in timing. I also enjoyed the 
energy base idea. This not only 
looks quite effective as it 
charges your ship up, but it 
also gives you a few moments 
of carefree fun as you charge 


There’s a lot of money at stake in the mammoth maze shoot ’em up - in fact, 
it’s quite a Prize. 



where you like, sweeping 
everything before you. Colour 
is well used throughout the 
game, especially in the solid 
areas behind the edging walls, 
and the graphics are large and 
move smoothly. Quite an 
addictive game.’ 


Graphics: good 
Sound: above average 
Lives: 5 

Originality: standard giant 
maze type game 
Generating rating: fairly 
addictive, playable and with 
good incentive. 


COMMENTS 

Control keys: cursors 
Joystick: Kempston, AGF 
and Protek 

Keyboard play: responsive, 
though made harder by use of 
cursors, and generally better 
with a joystick 
Use of colour: very good 


Use of computer 60% 

Graphics 82% 

Playability 75% 

Getting started 69% 

Addictive qualities70% 
Originality 55% 

Value for money 69% 

Overall 69% 



Zipper 

Flipper 

Producer: Sinclair 
Memory required: 48K 
Retail price: £5.95 
Language: machine code 
Author: R.E.D/Sunshine 

‘It’s late at night - the cafe’s 
crowded - and the music’s 
playing loud. The hunt is on for 
a pinball wizard - the one who 
can master the rolling ball. It 
takes lightning relfexes to mas¬ 
ter the Zipper Flipper and it’s 
your turn to play . ..’ 

So says the insert. So, as 
you may imagine, Zipper Flip¬ 
per is a pinball game, and you 
may have already discovered 
the Pinball Wizard - that was 
by CP Software. The principle 
difference between this and 
the CP Software game (apart 
from the graphics) is that Zip¬ 
per Flipper also includes a fruit 
machine - not as a separate 
game, but as a part of the table. 


The actual playing table 
looks a little like a surprised 
walrus with a telephone to its 
ear (or perhaps a steam radio, 
whichever you prefer). It eyes 
are the two main central bum¬ 
pers with channels above for 
eyebrows and vertical chan¬ 
nels for worry lines. Below, 
there are three smaller bum¬ 
pers for a nose and the two 
flippers for projecting teeth. 
The telephone bit is the area 
containing the fruit machine.. 
This is protected from the main 
table by three rows of multi¬ 
coloured bricks. Each time a 
ball hits a brick it is knocked 
out. Should you breach the 
wall entirely, your ball may land 
in the fruit machine, which can 
then be nudged for a bonus 
score. 

Between one and five play¬ 
ers can enjoy the game, and a 
menu option provides for the 
setting up of a competition. 


CRITICISM 

• ‘The graphics in Zipper ^ 
Flipper are good but rather W 
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unexciting. The movement of 
the ball is very good, smooth 
and convincing - it even 
appears to spin as it rolls. But 
the main drawback is the fact 
that layout and content are 
unexciting. Anyone who has 
played real pinball will 
remember all sorts of features 
that aren’t here. On the other 
hand it does include the novel 
feature of a fruit machine. I 
didn’t like the somewhat 
unconventional flippers 

though. Generally good, but 
could have been more exciting 
with a few more features.’ 

• ‘Whether you will like this 
game or not probably 
depends on how much you 
like table game simulations. 
Pinball is one of those things 
which the computer can do 
rather well. I didn’t think this 
version was anything I ike as 
good as the CP Software Pin¬ 
ball Wizard because it lacks 
the lively colour of that one, as 
well as many of the traditional 
bumper features. Also, the 
linked flippers were a bit 
sluggish I thought. The addi¬ 
tion of the fruit machine is 
interesting, but I don’t know 
whether it actually adds much 
to the fun of playing. The balls 
do roll about very realistically, 
and the addition of a small 
black cross on them allows for 
a good spinning feel to it. If it’s 
addictive that’s because of the 
pinball idea rather than the 
game. Not a bad version, but I 
preferred Pinball Wizard.' 

• The main attraction of pin¬ 
ball is all the colour, noise and 
numerous bumpers. This lacks 
in all respects as the colour is a 
bit drab and the table layout 
isn’t particularly exciting. 
Nevertheless, the graphics are 
very good and I enjoyed play¬ 
ing it.’ 


COMMENTS 

Control keys: left hand keys 
flip left, right hand keys flip 
right, 1 -5 lowers plunger, 6-0 
raises plunger, ENTER to fire 
and nudge 
Joystick: ZX 2 
Keyboard play: responsive, 
although flippers a bit sluggish 
Use of colour: well used, but 
rather drab looking 
Graphics: neat and excellent 
spinning ball 

Sound: realistic ball pings, but 
nothing else much 
Skill levels: 1 
Lives: 5 balls 

Features: 1 to 5 player games 
Originality: as it’s a copy of a 
real game, obviously not very 
high 


General rating: a reasonable 
implementation, but not overly 
exciting. 

Use of computer 70% 

Graphics 65% 

Playability 58% 

Getting started 63% 

Addictive qualities 58% 

Originality 43% 

Value for money 60% 

Overall 60% 


Carpet 

Capers 


Producer: Terminal 
Memory required: 48K 
Retail price: £6.95 
Language: machine code 

This is a game about deranged 
carpet fitters. The screen 
depicts the plan of a very large 
room with several exits. The 


'/Ml 


as removing your carpet as 
fast as you lay it. As a target is 
set and must be reached 
before you can leave the room, 
if you’ve got the key, and score 
points for squares of carpet 
laid, you must keep well ahead 
of the apprentice’s deprada- 
tions. Another problem is that 
you cannot walk over cleanly 
laid carpet, so it’s easy to get 
trapped. One way out is to drop 
two objects if you have them 
and spoil the square, which 
lets you out. Alternatively you 
will have to wait until the idiot 
catches up and remvoes a 
square to let you out. 

You will be stopped from lay¬ 
ing carpet if you run out of 
tacks or use up hammers and 
cutters. Escaping from a room 
through the correct exit leads 
you into another room. There 
are nine in all, each with their 
own spatial problems and rival 
carpet fitters. 

CRITICISM 

• ‘First glance at the cover 
and I thought this was going to 


assistants and deranged carpet fitters jitterbug their way through 
hall after hall. 


object is to cover the room with 
white carpet, of which you 
have an unlimited stock. The 
main problems come in the 
form of your apprentice - who’s 
absolutely nuts and should be 
locked up - and rival firms of 
fitters who have also been 
asked to do the job. 

Lying about the room are 
various useful implements like 
tacks and cutters and a ham¬ 
mer, as well as the essential 
key (without which you cannot 
leave a room). There is also 
food around, which must be 
eaten if you aren’t to starve to 
death. 

Your apprentice goes about 
eating all the food and picking 
up all the useful objects as well 


be a great game - and I was 
wrong for the second time in 
one day! It just goes to show 
how a great looking cover an 
fool you into buying a game 
that turns out to be rubbish. 
This is the sort of game that 
you might have bought when 
the Spectrum was first intro¬ 
duced. I hated it.’ 

• ‘The idea is certainly an 
interesting one, and Carpet 
Capers could have been a 
winner - except for a number 
of problems. The graphics are 
very primitive; you, your 
apprentice and the rival fitters 
are tiny squares with an outline 
of a man in them. They all jig¬ 
ger about the place in an 


uncontrolled manner, and it 
takes a long while to figure out 
what the hell is going on. When 
you do, you realise it really isn’t 
worth it. I’m astonished that a 
game that looks like this one 
should have been released as 
new these days.’ 


• ‘About the only thing written 
on the cassette inlay that turns 
out to be true is the warning 
about TVs interfering and 
stopping proper loading of the 
program. It claims (elsewhere) 
that the graphics are, “Hi-res 
flicker free graphics” and that 
the screens are, “FAST 
machine code action.” Well, 
compiled machine code action 
maybe - they’re certainly not 
what I would call fast, and no 
one could claim they were 
flicker free unless they were 
blind. The idea behind the 
game sounds quite good, a 
sort of updated “Painter” type, 
but it’s hard to enjoy a game 
that has such poor playability 
and uncontrollable, poorly 
designed graphics.’ 


COMMENTS 

Control keys: very badly 
placed in a straight line - O/P 
left/right, Q/W down/up, 

SPACE for drop 
Joystick: joystick option 
mentioned but not stated 
which 

Keyboard play: 

uncontrollable, and terrible 

keyboard layout 

Use of colour: average 

Graphics: primitive 

Sound: fair, repetitive and 

unimaginative 

Skill levels: 1 

Lives: you only die once 

Originality: a possibly good 

idea obscured by a bad game 

General rating: waste of 

money. 

Use of computer 15% 

Graphics 19% 

Playability 2% 

Getting started 34% 

Addictive qualities 1 % 

Originality N/A 

Value for money 10% 

Overall 14% 


60 
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The Grid Wars are back - can you stay alive on on the grid with Zappers, 
Snitches and Camels? 


Matrix 

Producer: Salamander 
Software 

Memory required: 48K 
Retail price: £6.95 
Language: machine code 
Author: Jeff Minter 

In our earliest issue we 
reviewed Gridrunner by Jeff 
Minter. This new game is subti¬ 
tled Gridrunner 2. 

It is ten years since the terr¬ 
ible Grid Wars shook humanity 
(Gridrunner) and now the terr¬ 
ible Droids have returned - and 
they are not alone. The droids 
now drop bombs at crazy ang¬ 
les and generate force fields 
which deflect fire, sometimes 
straight back at you. They also 
have a psychological weapon, 
which makes the pilot think 
he’s seeing camels running 
down the grid. Your mission is 
to defend 20 sectors of the 
Grid. 

The grid is tastefully 
designed to be easy on the eye 
for once - dark blue squares on 
a black background. The 
droids come down the screen, 
zig-zagging left to right, and, 
when hit, break their chain, the 
damaged segment forming a 
pod. They may drop bombs, 
and when reaching the base of 
the screen, begin to move 
diagonally. A pod will remain 
after forming until it has been 
blasted to smithereens, or until 
it has mutated into something 
nastier, in which case it will fall 
down the arid on top of you. 

To the left of the grid, and 
along the bottom, there are two 
Zappers. These move back 
and forth, firing into the screen. 
Where their beams meet they 
form a pod. The beam from the 
base Zapper is deadly. If the 
sntich is above you and the 
Zapper below, the Zapper will 
fire out of sequence and get 
you. Some screens have 
deflecors, big screens in the 
centre which deflect your 
shots.. Cosmic Cameloids 


appear on their own and with 
droids. On their own they 
decrease your score while 
they’re on the screen, but with 
droids they are harmless, 
although they get in the way. 

CRITICISM 

• ‘I feel this is a good game. It 
doesn’t have the most exciting 
graphics I have ever seen, but 
the game makes up for that. I 
found it very playable and rela¬ 
tively addictive. My main 
grumble is that after every 
game the menu returns to the 
keyboard option. This is rather 
annoying when one does not 
notice or forgets to select the 
required option. Perhaps on 
the pricey side at almost £7 - 
let’s not have the Commodore 
people trying to increase the 
price of Spectrum software!’ 

This game is a cross bet¬ 
ween a “Centipede’ and 
“Grid” game but it’s ,much 
speedier. Graphics are small 
and quite uninteresting and fly 
about so fast that you can’t 
concentrate on them or see 
them. Colour has not been 
used to the computer’s full 
capacity , but the explosions 
are quite neat. Basically , / 
think there’s much too much 
going on in the game all at 
once for it to be very playable 
or addictive - although some 
arcade mutations might be 
able to cope. ’ 

• ‘Centipede meets grid for 
the second time. I found this 
newer version more fun to play 
than Gridrunner because the 
droids do more, but the camels 
just seem to be there for the 
in-joke quality rather than any 
useful game reason, again, the 
graphics are tiny and the game 
is super fast. I like the fact that 
you can enter any level bet¬ 
ween 1 and 6 and the snitch on 
the top keeps you on your toes 
more. But much after level 7 it 
all becomes very hard, with 
two drois and everything else 
happening at once.’ 


COMMENTS 

Control keys: I/P left/right, 
Q/A up/down and O to fire 
Joystick: Kempston, AGF 
and Protek 

Keyboard play: quite good 
positions, very responsive 
Use of colour: average, good 
use of contrast 
Sound: fair to average 
Skill levels: 20 
Lives: 5 

Originality: new features to 
make an old game more 
complex 

General rating: Good if you 
like very fast grid games. 


Use of computer 57% 

Graphics 51% 

Playability 64% 

Getting started 80% 

Addictive qualities 55% 

Originality 58% 

Value for money 52% 

Overall 60% 


Psi-Spy 

Producer: Postern 
Memory required: 48K 
Retail price: £7.95 
Language: machine code 

Psi-Spy is a sort of 3D 
adventure/arcade game which 
takes place under the purple 
dust of the Wandering Planet 
where, it is rumoured, exists 
the Labyrinth, a remnant of the 
once great civilisation of the 
Overlords. Great wealth and 
high adventure are promised 
all those ready to challenge the 
still active Guardians and find 
the five keys of Zar, without 
which exit from the Labyrinth is 
impossible. 


The game comes with a very 
complex set of instructions, 
without which it is impossible to 
get into the Labyrinth, let alone 
leave it. The game starts off 
outside the main entrance with 
its lowered portcullis. There 
are flashing detectors which 
alert a Guardian, who will 
come and chase after you as 
you try to collect the anicent 
Rings of power. 

Once inside, the game 
becomes a maze of interlinked 
rooms, most of which are pro¬ 
tected by guards. The guards 
must be killed before an object 
can be picked up. In this stage 
screen commands will activate 
the game; these are TAKE and 
FIGHT. In addition you can 
have spells, a tachyon gun (if 
you have the ammo), use tax 
returns in bargaining and there 
are brain bugs which work 
against intelligence (not sur¬ 
prisingly perhaps!). 

The 3D in stage one is drawn 
with a strong perpsective, and 
the guard alters in size depend¬ 
ing on his position. In the latter 
stages, the rooms are shown 
as walls in perspective from 
above. Screen commands do 
not have to be typed in, but are 
accessed through single 
numeric key presses. 

CRITICISM 

• ‘My review of this game is 
necessarily short because it 
almost completedly failed to 
work. I have to admit that even 
with the complicated instruc¬ 
tions I couldn’t understand a 
thing that was going on. In fact I 
was so worried about my 
shortcomings as a Psi-Spy that 
I got in a few friends to see if 
they could make head or tail of 
events. In the end we did man¬ 
age to suss out some things, 
but I’m at a loss to explain any 
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of them. No doubt it’s a worthy 
effort to cross arcade with 
adventure, but does it all have 
to be so damned complicated? 
Certainly a serious problem is 
that you have to think and act 
fast and there are a lot of keys 
to use. May be wonderful if you 
like a headache but I couldn’t 
get on with it at all.’ 

• After playing this game 
several times and for a couple 
of hours at least, / still haven’t 
really found out what I’m 
meant to be doing, despite the 
long instructions. An attempt 
has been made to produce a 
3D arcade adventure which 
has totally failed. Because of 
its complciated obscurity any 
playability the game might 
have had has been spoiled. 


The graphics move smoothly, 
quickly, but are not at all well 
drawn. A lot of them are small 
and undetailed and none of 
them are very colourful. Cur- 
rah Micospeech facility has 
been used quite well and has 
been backed up by a text 
which explains what it’s say¬ 
ing, so you don’t have to try 
and work it out!’ 

• ‘In the first screen, the object 
seems to be to get the portcul¬ 
lis open and get inside. The 
gate seems to open at odd 
moments quite unrelated to 
what you are doing. Also the 
guardians have a distinct 
advantage because they really 
do move very fast, sometimes 
even superfast. I say the object 
seems to be to get the gate 
open, but in fact the easiest 
way in is to get killed by the 
guardian. This is typical of the 
way the game has been 
designed to confuse. In my 
opinion it is unplayable, 
although the keys are well 
used and responsive, the 
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graphics are adequate, and 
there is obviously an idea in 
there somewhere trying to get 
out.’ 


COMMENTS 

Control keys: A/D left/right, 
L/SYM up or away/down or 
towards plus numerics for 
screen commands 
Joystick: none 
Keyboard play: sensible 
positions, responsive 
Use of colour: average 
Graphics: smooth but 
undetailed, not very large 
Sound: hardly any without 
Microspeech, busy with 
Skill levels: modified 
throughout according to status 
Lives: 1 


Originality: original but 
confusing 

General rating: fair, very hard 
to play and a bit pricey. 


Use of computer 58% 

Graphics 57% 

Playability 32% 

Getting started 54% 

Addictive qualities 25% 

Originality 60% 

Value for money 45% 

Overall 47% 



Sabre Wulf 

Producer: Ultimate 
Memory required: 48K 
Retail price: £9.95 
Language: machine code 

In most respects this is prob¬ 
ably the most redundant 
review in this issue! By the time 
you read it, it would be surpris¬ 
ing if you aren’t already an 
expert at playing Sabre Wulf , 
the latest game from Ultimate. 
Due to the inevitability of the 
natural law which states: Ulti¬ 
mate will always release a new 
game at the last possible 
moment before CRASH goes 
to press - we have had to do 
this one backwards in order to 
get any colour pictures fitted in! 
So below you will find the critic¬ 
isms, and on the opposite page 
the general bits and pieces 
with the pictures. 

CRITICISM 

• ‘After waiting a week in a 
state of extreme anxiety for the 
phone call to say, “IT’S 
HERE!” I almost fainted when 
it came. Then came the blow. 
They told me I only had two 
hours to get it reviewed! But it 
takes almost that long to load! 
In two hours, all you can do is 
run around like mad, try and 
stay alive and explore the 
countryside. Or rather the jung- 
leside. I did get to see natives, 
spiders, scorpions, lively and 
sleepy hippos, dancing flames 
and I picked up all sorts of 
things. I also saw lakes and 
mountains and got chased by 
the Wulf or a wulf anyway. As 
to how the game plays, it is 
going to take longer, but the 
graphics are fabulous 
detailed, colourful, varied, 
extremely well animated and 
very fast. The sound is great 
too. After a short time I am 
convinced it’s better than Atic 
Atac. Time will tell. Pity about 
the steep price increase, but I 
think the game is worth the 
money.’ 

• ‘In my opinion this is “state 
of the art’’ Spectrum software. 
It’s basically a jungle version 
of Atic Atac but much more 
involved (and better too). The 
graphics are superb and 
extremely colourful. ’Many 
animals are to be found and 
there are lots of game fea¬ 
tures. I felt that I had travelled 
for miles yet only attained 25% 
- Indiana Jones eat your heart 
out! On the subject of aims, 
Ultimate have included an 
inscription or warning. After 
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some thought I took it to mean: 
get the four parts of the amulet 
an escape through the cave 
(without the amulet you cannot 
leave). I have two main critic¬ 
isms, neither of them very seri¬ 
ous. (1) Occasionally on two- 
player games with a Kemp- 
ston, I was unable to move 
upwards until several lives 
had been lost. (2) The price of 
£9.95 is a steep increase from 
£5.50. Even so, I would still 
recommend it to anyone. It’s 
worth almost any two £5.50 
games on the market. But I 
wonder whether this increase 
will mean an increase in its 
piracy. (In a plea to pirates I 
would like to say that their 
actions could mean that 
high-quality software such as 
this may tend to decrease!) As 
a final opinion all I am going to 
say is that this is a Software 
Masterpiece (anything less 
would be a gross understate¬ 
ment). Thanks, Ultimate.’ 

• ‘Sabre Wulf takes Atic Atac 
further. There is the search, 
the far from friendly creatures, 
the central mystery of what 
does what - but there is just a 
lot more of it. I managed in the 
short time allowed to get down 
to the bottom where you can 
see the mountains, passed the 
Wulf (who is much faster than 
you, don’t try to outrun him) 
and to the side mountains 
where I found I could leave the 
jungle and run along the moun¬ 
tain tops. Much further, 
though, is going to need more 
time! Fab graphics and sound, 
brill colours-words fail. It’s the 
game that counts - play the 
game.’ 

COMMENTS 

Control keys: Ultimate’s 
famous QWERT combination 
Joystick: Kempston, Sinclair 
2, Protek, AGF 
Keyboard play: very 
responsive 

Use of colour: excellent 
Graphics: excellent 
Sound: excellent 
Features: one or two-player 
games 

Originality: top marks 
General rating: despite a 
price increase, still good 
value. Probably Ultimate’s 
best game to date. 

Ratings: At short notice it 
has been difficult to give an 
actual rating for Sabre Wulf 
that would make sense, 
and it’s probably redundant 
anyway. Let’s just say 
‘unrateable!’ and leave it 
to you to decide. 
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It is, perhaps, almost redun¬ 
dant making an Ultimate 
game a CRASH SMASH. 
From the moment the first ad 
for Sabre Wulf appeared, the 
question we have heard most 
is, ‘Is it out yet?’ Those 
rumours which suggested that 
Sabre Wulf would be like Atic 
Atac are, in many ways, cor¬ 
rect. What we have nere is 
another Ultimate mystery with 
a glossy, cryptic scenario, a 
long cast list of the horrors to 
be encountered, and very little 
else. As in Atic Atac, the player 
is expected to explore, dis¬ 
cover and die endlessly until 
things begin to slot into place. 
Also as in Atic Atac, the game 
plays in a massive maze where 
at any moment you will be able 
to see a place you would like 
to reach and no obvious way of 
getting there. 

Unlike Atic Atac there is no 
pickup/drop key, and conse¬ 
quently no info box to tell you 
what you are carrying or how 
strong you are. This deepens 
the mystery. How are you to 
know whether you are on the 
right track? (Forgive the 
maze-like pun.) The only start¬ 
ing point is the dire WARNING 
etched deep into lifeless stone 
and reprinted on the insert. Put 
together the four sundered 
pieces of what must be an 
ACG Amulet so you can pass 
the keeper wrought with hate 
and gain an entrance to the 
gate. 

Any review of Sabre Wulf at 
this point could only scratch 
the surface of the game’s 
complexity. But it’s safe to say 
that, like Atic Atac, it will 
endure. 

What we do have immedi¬ 
ately is a glowing screen full of 
colour, intricately drawn graph¬ 
ics, constant animation and 
action and a desperate desire 
to get on with it and find out 
what’s going on in this tangled 
jungle world. Ultimate are very 
good at designing games with¬ 
out explanation or hint, but at 
providing enough clues in the 
action itself for you to try out 
things. In this sense both Atic 
Atac and Sabre Wulf are really 
like graphic adventures. It is up 
to you, the player, to find solu¬ 
tions to the problems. The very 
fact that the problems exist is a 
guarantee that there will be a 
solution - if only you can dis¬ 
cover the right combination of 
events. 



















AVAILABLE FOR 


F ollowing in the tradition of superb 
adaptations of the H. G. Wells 
classic: CRL in association with ORP 
proudly presents to the world of home 
computing the strategic arcade 
adventure ‘The War of The Worlds’. 
Based on Jeff Wayne’s internationally 
successful double album. 

PRODUCED BY CRL 




ZX SPECTRUM 48K 

Til RF CRFATFI) FOB 

COMMODORE 64 
ORIC 1.48KATM0S 
BBC MODELB 
ELECTRON 
AND OTHERS 















THE DREAM MAKERS 


iion of the 'The War of The Worlds’ copyright Ollio Record Production. Now York. 1984 


CRL House, 9 Kings Yard, Carpenters Road, London E15 2HD. Tel: 01-533 2918 
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24 x 24 GRID FOR H.R. GRAPHIC DESIGN. 200 CH. STORE. VIEW AND EDIT 
UP TO 9 CH. — CHOICE OF 9 FORMATS — ROTATE — MIRROR (HOR. OR 
VERT.) — MENU DRIVEN - KEYBOARD/JOYSTICK CONTROL — TOOLKIT 
INCLUDED TO USE U.D.G IN YOUR OWN PROGRAMME 


By Nigel Sait 




GRAPHIC 
DESIGN TOOL 
for SPECTRUM (48K) 


TRADE ENQUIRIES: ANIROG SOFTWARE LTD. 29 WEST HILL DARTFORD KENT (0322)92513/8 

MAIL ORDER: 8 HIGH STREET HORLEY SURREY 24 HOUR CREDIT CARD SALES HORLEY (02934) 6083 
PAYMENT BY CHEQUE P.O. ACCESS/VISA 


















































TO THE STARS! 

FOR THE 48K SPECTRUM FROM <20B©OgM 


SPACE IS DEEPER THAN YOU THINK... 


ONLY £5.95 EACH 

100% MACHINE CODE 
ARCADE ACTION, FEATURING 
GARGOYLE'S STUNNING 
CARTOON GRAPHICS. 


AVAILABLE AT SELECTED 
RETAILERS OR SEND COUPON K1H 
DIRECT TO GARGOYLE. 


DEALER ENQUIRIES WELCOME. 
TEL: 021-236 2593. 


PLEASE RUSH ME. 


COPY/COPIES OF AD ASTRA, 


I ENCLOSE CHEQUE/PO. FOR £. 


@ £5.95 EACH 


POST AND PACKAGING FREE 


Send this coupon to: 

GARGOYLE GAMES, 

4 NORTH WESTERN ARCADE, 
BIRMINGHAM, 

B2 5LH. 


L—. 
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WIN A COPY OF THE FABULOUS 

SHOOT ’EM UP . . 

^iTAD ASTRA! 


Can you fight your way through 20 segments 
of fully animated space terror to reach the 
Way Station? Can you survive your mission 
to the stars? 

Now you can find out! in association with 
Gargoyle Games, CRASH is offering readers 
the chance to win a copy of Ad Astra in this 
competition 
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AD ASTRA COMPETITION 

Answer the following ques- 4. 
tions: 

1. What do the Latin words Ad 5. 
Astra mean? 

2. The title of the game Ad 
Astra is also the last two 6. 
words of a very famous 
motto- Per Ardua Ad Astra 

- which belongs to an arm 

of the British military. Which 7. 

service? 

3. In the review of Ad Astra it 
says, The first thing to hit 
you in the eye with this 
game is 

— -(what?). 


How many ‘lives’ do you get 
in Ad Astra? 

What hurtles towards you at 
the start of each phase in 
Ad Astra? 

How many times do the 
words Ad Astra appear on 
the page (14) carrying the 
review in the May issue? 
What is a Gargoyle? Is it 

(a) an astringent throat 
cleanser? 

(b) a piece of medieval 
statuary? 

(c) a dangerous maniac? 
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GET a LIQUIDATED! 


Introducing five great new games from 
CCS guaranteed to give you plenty of 
trouble. 

You’ll get no peace in the prohibition 
days of Gangsters - if the cops don’t get 
you, your rivals will. Try keeping your 
head above water in Brewery - a game all 
about liquid assets. We’ll try our 

hardest to sink you in Plunder- 

a world of Elizabethan piracy. And 
we’re sure Battle 1917 is more than a 
match for anyone - it should be - it won 
the Cambridge Award. 

As if that’s not enough, we’ve even 


♦ 


created Abyss - a feast of excitement 
and hidden danger for those who dare 
defy the evils to be found beyond the 
Mountain of the Golden Lion. 


So if you want trouble - we’ve got 
the games. 


* 


All available for Spectrum 48K at £6 
(Abyss £5). Selected titles available 
from W.H. Smith, Boots, Rumbelows, 
Greens and all good computer shops 
or 


Cases Computer Simulations Ltd., 
14 Langton Way, London SE3 7TL. 




GC Strategy Games. 

J They're no pushover. 

















T-shirts & 
Binders Offer 



Great T-shirts in high-quality 
100% cotton with double stitching 
on neck and shoulder seams for 
lasting wear. Three sizes, in black 
with a brill CRASH design in three 
colours. 


£4.50 incl p&p 


Fab Sweatshirts are 
long-sleeved, I 
fleecy lined with do 
on neck and sho 
durability. Colourl 
washable navy t 
design in three c 
sizes. ; 


# IMPy ■ 


Chest sizes: (S)mall, 34in-36in 
(M)edium. 38in 
(L)arge, 40in 


Our fat binder doesn’t just look 
impressive with its silver blocked 
CRASH logo and dark blue finish, 
it’s also strong enough to hold a 
year’s supply of CRASH away 
from your friends! And it’s only 
£4.50 including postage and VAT! 


Build yourself the most comprehensive manual on Spectrum 
software ever seen! Save your issues of CRASH month by month, 
and turn them into the hard cover with the fattening soft centre! 


FREE IN-DEPTH 
INDEX! 

As Lloyd Mangram mentioned in 
his letters page, he’s been told to 
get it together (we’ve generously 
provided him with a second tiny 
desk) and organise an Index for 
the 12 issues your binder will hold. 
The index is absolutely FREE to 
anyone who orders the binder and 
will be sent automatically in Janu¬ 
ary. 

So make sure you turn your 
issues into the CRASH Spectrum 
Software Encyclopaedia! 


Be a Superior Alien with your very own 
CRASH T-shirt and sweatshirt! 


Please send me.CRASH T-shirts Name:. 

@ £4.50 SO MO LO Address:. 
.Sweatshirt @£8.95 SO MOLD . 


Please send_ 


-CRASH Binder(s) ... 

at £4.50 I enclose Cheque/PO payable to CRASH MICRO £.. 
(overseas orders please add 40p). Please allow 28 days for dellvsry 

CRASH MICRO, Freepost, Ludlow, Shropshire SYS1BR 
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Not for 
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OF EVIL 


There are more than 40 rooms in the 
maze-like Tower of Evil. Throughout the 
Tower is scattered the stolen treasure of King 
Salimos, which Andros must retrieve and 
place in the sacred chest at the top of 
the Tower. 

To collect the treasure, Andros must travel 
from room to room, duelling with the 
Demi-Clones, wrestling with the Baphonets. 
To defend himself, Andros can throw fireballs 
from his fingertips, but even this skill cannot 
help him negotiate the dreaded Fire Pits, 
which must be leaped in a single bound. 

Tower of Evil is for experts only. 

We guarantee you hours 
of enthralling, fast action play. 

You should find Tower of Evil, with a free 
poster offer, at any major software retailer. 


FOR SPECTRUM 48K 


(Vic-20 version also available). 






























This month Derek Brewster takes a close look at a 
space adventure and some games for girls among 
others. But before that, he discusses some points on 
presentation... 


PRESENTING THE ADVENTURE 


The format an adventure 
uses for display is important 

since it shows you where you 
are, what items and monsters 
you see, and how you might 
leave a location. 

It is surprising when well- 
coded games involving many 
hours of concerted effort are let 
down by a cluttered display 
with all the information jumbled 
together in a confusing way. 
An untidy, scrolling list of 
mixed description and input 
barely separated from the last 
location’s mess is hardly the 
manner in which to present a 
complex adventure. 

An improved format can 
make use of different colours 
for objects you come across, 
the monsters you meet, and 
especially when in a rush, the 



Snowball 

Producer: Level 9 
Computing 
Retail price: £9.95 
Authors: P.and M. Austin, 

I. Buxton 

Snowball is a large adventure 
game with over seven 
thousand locations but don’t let 
this dissuade you from under¬ 
taking the adventure as many 
of the locations are repeated. 


exits. Similarly, capital letters, 
BRIGHT and FLASH could be 
used more for emphasis. 

Temple of Vran has gone 
some way in tackling these 
problems with neatly boxed-in 
location descriptions pre¬ 
sented upon a freshly cleared 
screen and your input bearing 
a different colour. These are 
simple changes indeed yet add 
much to your enjoyment of the 
game. 

The more complicated and 
involved the game the more 
important the input routine. 
Snowball has a very poor, 1 
sluggish input routine which 
hinders fast typing and has no 
audible confirmation of key 
depressions; this in an other¬ 
wise highly sophisticated 
game. 


Many adventures only use 
delete when it would be a sim¬ 
ple matter to use the Spectrum 
input routine that allows full 
cursor control. A game with a 
broad and friendly language 
that goes beyond simple 
verb/noun couplings needs to 
make full use of the editing 
facilities of the Spectrum. It 
would be a useful feature, par¬ 
ticularly with those games 
requiring long, intricate inputs, 
to enable the rescue of an 
incorrect input line so it can be 
brought back on to the screen 
and corrected. Fantasia 
Diamond and The Hobbit don’t 
allovy cursor movement 
through the input characters - 
only delete is used. In a more 
straightforward verb/noun 
adventure this would not be 


such a drawback but certainly 
is when dealing with the highly 
complex sentence analyses 
featured in these games. Long 
sentences are often used 
when communicating with 
other characters; it would be 
useful to recall the previous 
input were it not understood. 

Valhalla has complex syntax 
checking which commendably 
doesn’t allow the entry of sen¬ 
tence structures it doesn’t 
understand. 

Before leading you through 
the maze of this month’s 
adventures let me just point out 
the simplest advance in pre¬ 
sentation - white, or even bet¬ 
ter yellow, text on a black 
background which is much 
easier on the eyes around 
midnight! 



Although this may give rise to 
misgivings concerning the 
structure of the game, let me at 
once allay such fears. Snow¬ 
ball 9 is an interstar transport 
and the repeated locations 


reflect the symmetry inherent 
in any well-designed, modular 
spacecraft. 

Level 9 have produced a lav¬ 
ish booklet giving 12 pages of 
information and background 
that leaves the fanciful efforts 
of less literate manufacturers 
firmly folded within their highly 
decorative cassette cases. In 


short it is excellent and reveals 
a literary style and flair which 
imbues the whole work, and 
owes much to a careful con¬ 
sideration of the game as a 
wholesome concept as 
opposed to a mere flight of 
whimsy. TV Star Trek fans may 
know something of which I 
speak. 

The booklet, like the adven¬ 
ture, is both informed and poin¬ 
tedly witty in a way that only 
science fiction can be. It 
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includes a geopolitical sum¬ 
mary of 2195 and paints a not 
implausible picture of five big 
sophisticated, fully urbanised 
nations overseeing a status 
quo that has the Free Nations 
poor and under-developed. In 
the near future the Big 5 will 
finally decide to help but in the 
2190s they are chasing stars. 

You play Kim Kimberley, 
secret agent extraordinary, 
and you are described as fairly 
intelligent and athletic with 
brown eyes and fair hair. Cap¬ 
tain Kirk perhaps? Unlikely 
since you are 55 kilos and only 
1.7m tall - and you’re a 
woman. 

A detailed background in the 
booklet tells of how Snowball 9 
set off for the EEC’s Ceres 
base to colonise the star sys¬ 
tem Eridani A Passenger discs 
carrying 200,000 colonists 
were followed by the Snow¬ 
ball’s engine unit accelerated 
rapidly by its four great fusion 
motors. Ten ton blocks of 
ammonia-ice, fired from 
accelerators beyond Pluto, 
were reeled in by Snowball’s 
skyhooks to be used later as 
fuel for the fusion drives. The 
ice-shell, which gave the 
Snowball Series its name, 
formed most of the mass of the 
completed craft. 

You begin the adventure 
inauspiciously enough in a cof¬ 
fin - a freezer coffin - as fea¬ 
tured in science fiction films. 
Much of the early phase is 
spent sidestepping (or waiting 
- a clue) the ominous clanking 
and indubitably deadly night¬ 
ingales as you struggle to rise 
from the lower levels of a pas¬ 
senger disc. Your mission is to 
find the main control room in 
the engine unit and save the 
starship. You find yourself in 
an intimidatingly vast starship 
but part of the adventure is to 
find that part which is most 
consequential to your mission. 

The first thing that strikes 
you during the early scenes is 
the quality and substance of 
the descriptions. The language 
is very imaginative: ‘YOU ARE 
ON A SIGNIFICANT CYLIN¬ 
DRICAL LEDGE ABOVE 
STEPS TO A TOROIDAL 
WALKWAY. TRANSPEX 
TUBES LEAD AWAY 
THROUGH A MAZE OF 
WIRES AND MACHINERY.’ 
and THE SOUTH WALL IS A 
WAVERY AND OBSCURE 
CONFUSION OF FLICKERY 
VIDS.” Some of the examine 
reports are amazingly long and 
detailed. This literary compe¬ 
tence is further affirmed with 
the inclusion of science fiction 
scenes and devices. Cylindri- 
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cal airlocks lie between 2 iris 
doors, cyladders transport you 
up and down (or on a larger 
scale - around); there are 
transpextubes, ultrasound 
scalpels and plasteel, plastic 
with the strength of steel. 

Well, if you insist on receiv¬ 
ing some clues. You must have 
the helmet before entering the 
air lock (although you are given 
one or two moves to get back 
out) and you need the probe to 
repair the robot which gives 
you a space helmet in return. 

You don’t score points for 
collecting treasures in Snow¬ 
ball: instead you gain by doing 
things that are steps on the 
way to the eventual goal, e.g. 
assembling a working space- 
suit scores points. According 
to that learned script, the book¬ 
let, if you get killed you lose a 
lot of points. Its amazing what 
you can learn if you read the 
instructions! 

Snowball has no graphics 
and is a trifle slow but I would 
nevertheless highly recom¬ 
mend it. The adventure sets 
new standards in descriptions 
and can be likened to a good 
science fiction novel. The full, 
vivid and highly imaginative 
text evokes a mental imagery 
that far surpasses that which 
any simple computer graphics 
might achieve. 

The program is very user 
friendly both with the input it 
will accept and its responsive¬ 
ness. There is a pleasantly 
surprising width of intelligent 
responses for any input you 
may think up. Definitely an 
adventure for someone with a 
bad case of the ‘You Can’ts’. 
Those powerful and realism- 
creating commands, Search 
and Examine, are used exten¬ 
sively to a point when you can 
certainly believe that Level 9 
have devised their own 
super-compact adventure lan¬ 
guage known as ‘a-code’. 
There’s no question that 
they’ve packed a lot into this 
one. 

Level 9 have produced a 
very good adventure that sets 
new standards in description 
and data compaction. This is 
very much my idea of an 
adventure and is set to 
become a classic. 


Difficulty 

9 

Atmosphere 

10 

Vocabulary 

9 

Logic 

10 

Debugging 

10 

Overall value 

9 


Jungle 

Adventures 

Producer: CCS 
Memory required: 48K 
Retail price: £5.95 
Author: B. Bartis 



This is another in the ‘Games 
for girls’ series. The objective 
of the game is to help Bobo, a 
young African girl, to get home 
safely from school through the 
jungle. 

The game consists of two 
parts. 

The first part is a master¬ 
mind style game, set in the 
school, where you try to guess 
the four objects concealed in 
the four jars. You have six 
guesses in a limited time 
determined by the level of play, 
1 -5. You can play with or with- 


must guide her to her hut 
diagonally to the opposite 
corner. 

On your journey across the 
screen you meet shops and 
creatures. If you are quick 
enough you can buy an item 
(preferably one you couldn’t 
bring from the first part) at the 
shop since you are never sure 
which creature you will bump 
into next. An owl demands a 
book, a snake an egg, a canni¬ 
bal a hamburger and a gorilla 
coconut. If too slow at giving up 
the object demanded you lose 
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out sound, which is a nice 
touch. The prizes Bobo wins 
help her bribe the creatures to 
allow her safe passage 
through the jungle. The graph¬ 
ics and sound are good and the* 
movement of hamburgers, 
books, eggs and coconuts 
along the bottom of the screen 
is very smooth! 

You enter the second part of 
the game carrying forward the 
objects you guessed correctly 
from the first part, e.g. two 
books, a hamburger and an 
egg. You see a map flashed up 
on to the screen for about a 
second (level 1) and what you 
can remember of the positions 
of snakes, gorillas, owls and 
cannibals is ued to help navi¬ 
gate your way through the 
jungle. Bobo starts at the bot¬ 
tom left of the screen and you 


one of your five lives. At higher 
levels the flash indicating the 
creatures, positions is shorter 
and you are given less time to 
shop or give up the objects. 

Jungle Adventures 

emerged as one of the more 
addictive games to pass 
through my tape recorder this 
month. It is a simple game but 
has that easy charm of a game 
well thought out and colourfully 
implemented. A game for girls, 
boys and the young at heart. 


Difficulty 

5 

Atmosphere 

N/A 

Vocabulary 

N/A 

Logic 

8 

Debugging 

9 

Overall value 

6 




































The Ring of 
Darkness 


Producer: Wintersoft 
Memory required: 48K 
Retail price: £9.95 
Authors: J.K. Humphreys 
and D.A. Briskham 



The Ring of Darkness was a 
highly successful game on the 
Dragon 32 and has now been 
converted for the Spectrum. 



Your first task is to develop a 
character to represent you on 
your quest and this is achieved 
via a program on side ‘A’ of the 
cassette. After choosing your 
character name 40 points are 
distributed to determine your 
intelligence, strength and agil¬ 
ity. In keeping with true role- 
playing vogue the adventure is 
enacted within a midworld, 
your race can be Dwarf, Elf or 
Human and characteer clas¬ 
ses include Wizard, Warrior 
and Thief. 

The game sees you moving 
through a scene with simple 
representations of rivers, 
mountains and forests. In 
effect your token remains in 
the central area of the screen 
and the map scrolls in the 
opposite direction to your 
apparent movement. On first 
playing you are unable to cross 
the rivers or climb the moun¬ 
tains and the forests are the I 


home of deadly accurate and 
seemingly unassailable 
archers. At almost regular 
intervals you are confronted by 
bandits and evil rangers and, 
since it is difficult to escape, a 
simple battle scenario begins. 
Although you can be resur¬ 
rected three times, on each 
occasion one of the objects 
you were carrying is mislaid. 

Every now and then a set¬ 
tlement appears though Bor- 
derton looks remarkably simi¬ 
lar to Port Stillwater with a 
Smiths, Arms, Pubs, and 
Magic and King’s domains. 
Buying and selling items at 
Will’s Weapon Store is a nice 
part of the game. One quest 
had me searching for a jelly 
cube (curious - but similar 
forms are not unknown to the 
role-playing fraternity) and on 
another I was searching for the 
Sinclair sign. 


The game consists of sev¬ 
eral programs that must be 
loaded consecutively but to be 
honest I could only reach the 
second level (a 3D maze) 
before an untimely end at the 
hands of the skeleton. If only 
I’d started out as a warrior, and 
not a wizard whose character 
is blighted by his inability to 
cast spells unless ensconced 
within the underground ca¬ 
verns. 

The game is in real time to 
the extent that if you leave the 
game the word PASS will 
appear every 20 seconds. A 
more conscientious approach 
will see you gaining experi¬ 
ence with progressive 
increases in technology and 
the variety of goods available 



to you. Hence a little patience 
in the early stages, when 
experiences are mostly of a 
violent nature, is probably 
what’s needed. It’s a good idea 
to keep up to date with your 
status, hit points (a measure of 
your mortality) and food units 
(with each movement using up 
food) as starvation can be an 
embarrassing end to first 
attempts. 

The Ring of Darkness will 
take a long time to solve 
because it is a relatively long 
and complex adventure and 
there is too little information 
provided at the start with the 
effect that you set off having no 
idea of what exactly it is that 
you must do. The choice of 
keys for the Spectrum version 
are very poor - QW & P - mix¬ 
ing up and down with left and 
right (much like the syncopa¬ 
tion exercise where you circle 
your head with one hand and 
pat your stomach with the 
other) and the painfully slow 
movement of 'the figure 
through the adventure 
becomes monotonous after a 
short time. 

The game falls between the 
two stools of arcade and 
adventure without the addic¬ 
tive qualities of either but 
marks an interesting adapation 
of the role-playing theme. 


Difficulty 

Atmosphere 

Vocabulary 

Logic 

Debugging 

Overall Value 


6 

6 

N/A 

6 

9 

6 


Diamond 

Quest 


Producer: CCS 
Memory required: 48K 
Retail price: £4.95 
Author: M. Sherlock 

CCS have produced a series of 
aames aimed at the young 
female market. I must confess 
to being dubious of both the 
concept and the market that 
exists for such software. There 
again, remember cabbage- 
patch dolls? 

You begin with a choice 
between three levels which is 
unusual for an adventure 
game - Impossible, Hard or 
Easy. I started out with the first 
option, Impossible, no sexism 
implied I hope. 
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CRASH ADVENTURE TRAIL CHART 


You may WRITE in to us or rmc 
us on the CRASH HOTLINE 
PHONE-IN NUMBER but 
please remember to tell the 
answering machine that your 
vote is for THE ADVENTURE 
CHART. The number is 0584 




Most computer magazines 
publish their own charts these 
days. With only one or two 
exceptions, adventure games 
fare badly in these charts. 
Mainly because few adventur¬ 
ers are stocked by the chain 
stores who make up the charts. 

We at CRASH would like to 
produce the first adventure 
chart. This chart will be based 
on what you think about the 
games you have played, noton 
sales figures. This will give the 
many excellent games not sold 


by the chain stores a chance of 
charting. This should prove a 
much better indicator of which 
really are the best adventure 
games than does any other 
chart. 

To contribute all you have to 
do is give the adventures you 
have played a rating out of ten 
and send these ratings to us at 
CRASH. We will then calculate 
the average readers rating for 
each game and draw up the 
adventure charts accordingly. 

Voting on the CRASH 


Adventure Trail Chart need 
not affect any votes you might 
want to send in to the main 
HOT LINE CHART, so don’t go 
dropping adventures out of 
your HOT LINE votes because 
you also want to vote for the 
ADVENTURE CHART! 

The names of all con¬ 
tributors will go into the bag for 
a monthly draw and the first out 
of the bag will win £40 worth of 
software and a CRASH tee- 
shirt, with five runners up win¬ 
ning a CRASH tee-shirt each. 


CRASH ADVENTURE TRAIL 
CHART, PO BOX 10, 
LUDLOW, SHROPSHIRE 
SY81DB 


You find yourself this time in 
the wood where again we find 
the wooden key straight away 
but it is much easier to fight the 
foe at this level - in this case a 
pack of marauding lions is eas¬ 
ily dealt with. Go north and you 
are at The Volcano, where you 
are attacked by some tribes - 
men, but what is this? - the 
golden key. This game seems 
incredibly easy: only two 
scenes and I have two of the 
four keys already! This is, I 
take, no comment on a girl’s 
ability to play adventure 
games. The tribesmen are eas¬ 
ily disposed of and travelling 
north we enter The Foothills, 
find some lunch and are 
attacked by some blood-thirsty 
bats. I eat the food and my 
energy goes up. 

Diamond Quest has a rather 


Your quest is to find four 
keys and make your way to the 
golden palace where the 
diamond treasure is to be 
found. You begin in the Desol¬ 
ate Lands and it comes as 
something of a surprise to find 
the wooden key in the first 
scene, and further, to be 
attacked by a hulk in a game 
one assumed to be at least 
only moderately violent. On 
going into battle with the hulk I 
was quickly and unceremoni¬ 
ously killed. Where it says 
'impossible you’d be wise to 
take this literally. So much for 
the macho stance - let’s try 
Easy. 


Atlas 

Assignment 


lurid pink cover with ‘Games 
for Girls’ firmly embossed on 
the front. The game seems to 
have little that might appeal to 
a girl and were it even aimed at 
a more general market it could 
be described as positively viol¬ 
ent as hardly a scene goes by 
without an attack emanating 
from one quarter or another. 
The graphics are very simple 
chiefly as a result of the author 
limiting himself to the 21 user- 
defined graphics. The plot is 
unimaginative and uses no 
detailed descriptions; there is 
no sense of mystery to retain 
interest for any length of time. 
The level 3 option, Impossible, 
would seem superfluous as it is 
no misnomer. Every time you 
visit a location - even if one 
you’ve visited previously - you 
are confronted by a combatant 
whose fighting skills and initial 
energy points would seem to 
bear little relation to their 
expected prowess. Are fleas 
as deadly as lions? The game 
makes a poor adventure as 
there is a conspicuous lack of 
problems to solve and the fiqht 
sequences allow no room for 


thoughtful interaction. 

Did the male author of this 
software really design it for a 
feminine audience? 

It would seem likely CCS 
contrived to aim this program 
at its limited market for the 
simple reason that it is not of 
sufficiently high calibre to be 
judged on its own merits. As a 
marketing ploy it is more likely 
to alienate the boys. 


Difficulty 

Atmosphere 

Vocabulary 

Logic 

Debugging 

Overall Value 


Producer: Virgin Games 
Memory required: 48K 
Retail price: £5.95 
Author: M.C. Davis 

A top-class criminal, 
codenamed Atlas, has stolen 
the American nuclear defence 
plans and it’s your unenviable 
task to make sure he doesn’t 
do something silly with them - 
like blow up the world. The 
training manual is not as 
intimidating as it sounds since 
it involves only a few notes on 
the inside of the cassette inlay. 
It is a text adventure featuring 
three simple arcade games. 
We are told much of the author 
whose hobbies include book 
collecting and serious comput¬ 
ing. 

Load ” ” Code - curious, 
most machine-code programs 
these days use a Basic loader 
and most of this program is 
Basic. On loading you are 
given your Atlas Assignment 
Briefing and your first location 
finds you outside the Chief’s 
Office. The text is the inverse 
of the normal for the Spectrum 
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tou stand outside the bacfc door 
u f the M IS bu i t d i n 9 . Th e q u i e t 
street is aiiost deserted, 
except for a nan leaning against 
lamp post, reading a paper. 

you can see i 
nothing of interest 

Possible routes: S,u. 

TRLK TO MfiN 

The nan lowers his paper, looks 
questxonxngly at you for a 
moment, then says quickly, 

"Carruthers, CIO. Glad to meet 
«9ent 2 . Ue've Just had 

the Rus sian who is to 
buy Rtlas's nerchandise is a 
certain Ivan Le n de l o v i c h . ** 


with white on a dark back¬ 
ground which is less tiring on 
the eyes and BRIGHT is used 
to emphasize inputs. 

Moving south, you reach the 
equipment room and see a 
labelled bottle and an automa¬ 
tic pistol with only three bullets. 
The message in the bottle is 
truth and the pistol comes in 
handy when engaging the type 
of hoodlum who likes to 
remove and check the colour 
of your liver. The program, 
which accepts straightforward 
Verb/Noun entries, accepts 
both TAKE and the more 
expedient GET and only 
requires the first three letters of 
the noun and four of the verb. 
At the back door of the Ml 5 
building you exchange 


pleasantries with the man lean¬ 
ing against a lampost and he 
proves most helpful. He 
informs you of a certain Ivan 
Lendelovich, the Russian who 
is to buy Atlas’s merchandise. 
Moving on via an affluent and 
careless drunk you meet the 
belligerent shop-keeper. You 
draw the gun that has given 
you such a sense of security 
and shoot only to meet with the 
report hat you don’t hit any¬ 
thing in particular. Apparently, 
you can only shoot the people 
you are supposed to shoot. 

It is at this point that my sus¬ 
picions were aroused and later 
confirmed: the game too often 
returns to the unswerving path 
of linear development. The 
only meaningful interaction is 


that which allows you to prog¬ 
ress. The result is a loss of real¬ 
ism and the game is reduced to 
nothing more than a string of 
puzzles. 

After much intelligent 
analysis you reach the first of 
the three arcade games, which 
happens to be the lesser of the 
three. It is a poor version of a 
bomber game where one 
bomb demolishes the whole 
building and the plane travels 
much too fast. Since the game 
is very difficult it is annoying to 
be sent all the way back to the 
beginning of the adventure on 
your inevitable failure. The 
second arcade game has you 
fired upon by an erratic and 
hiccupping helicopter - decei- 
tively difficult - and the third, 
my favourite of the three, is 
played out on the lawns of 
Cherriere Lodge where the 


ferocious Alsatians are coaxed 
into the ponds in the manner of 
a strategy rather than an 
arcade game. Briefly, die-hard 
adventurers may not welcome 
these arcade games, more 
especially the first two. 

Atlas Assignment is a rather 
modest text adventure with a 
conspicuous linear progres¬ 
sion and limited vocabulary 
with the inevitable result - ‘You 
Can’t’. However the diminutive 
wordstock allows a quick 
response time and the sound is 
used to good effect. 


Difficulty 

Atmosphere 

Vocabulary 

Logic 

Debugging 

Overall Value 


Waxworks 

Producer: Digital Fantasia 
Memory required: 48K 
Retail price: £9.95 
Authors: B. Howarth and 
C. Ogden 

A large box houses this Mys¬ 
terious Adventure; a sticker 
tells you have the right version 
- it requires a ZX Spectrum 
48K ram and one cassette 
recorder. 

Inside you find a booklet fil¬ 
led mostly with general hints 
on solving adventures which, 
leaving aside the exercise in 
speed reading, will not warrant 
much attention from experi¬ 
enced adventurers. Con¬ 
versely, fresh adventurers may 
learn something of the creed. 
By far the most useful informa¬ 
tion is on the first page where 
you see the Spectrum Version 
has some special features 
(don’t say the BBC looses out 
again!). Pressing ENTER 
gives you a pictorial view of 
your current location and pres¬ 
sing again puts back the text. 

The story line tells of a day at 
the seaside spent stuffing 
yourself with junk food where¬ 
upon you are in need of a long 
snooze in the cool and quiet of 
the waxworks. You endeavour 
to- escape the nightmare that 
ensues. 

The screen is split into two 
areas. The upper half displays 
what you see graphically, or in 
words with the name of the 
location and a list of the items 
there. The lower has prompts, 
input and brief comments. 

You’re in the leisure lounge 
of the waxworks and moving 
north gives you the washroom. 
Examining the toilet door and 
reading the bottom half of the 
screen you are informed of an 
object. If you’re used to playing 
the adventures I’ve been play¬ 


ing (lots!) you may be caught 
out since the identity of the 
object is inserted, almost hid¬ 
den, amongst the list of items 
in the top half of the screen. 
This can be a little disorientat¬ 
ing at first but what is more, 
had you been in graphics 
mode - and who could blame 
you as the graphics are superb 
-you would not notice the iden¬ 
tity of the object at all. Not 
necessarily a bad thing, I point 
it out only because it strikes me 
as non-standard. 

Set within the washroom 
floor is a grid but after unlock¬ 
ing it you can’t simply go down 
and it is quite a struggle to find 
the right words. The vocabul¬ 
ary is not far removed from 
Verb/Noun (take off gloves 
must be entered remove 
gloves) but combines the 
surefootedness of this style 
with some noteworthy flexibil¬ 
ity. Commas are used as in 
QUICKLY GET THE LAMP, 
SWORD, CLOAK AND 
STAFF’ and the word THEN or 
a full stop is used as in ‘GO 
NORTH THEN CLIMB THE 
TREE. EXAMINE HOLE 
THEN GO DOWN.’ Single 
word entries include help, 
score, quit, save, inventory, 
run, jump, shout and the 
increasingly popular wait. 

The eccentricity of the lan¬ 
guage often adds to the game 
but one solution is only invoked 
with the curious command ‘GO 
AIRLOCK’. The examine 
command must be used with 
care. Examining the jacket 
reveals nothing - until it is 
picked up. One innovative fea¬ 
ture is found on searching the 
pile of junk in the workshop 
which is well worth examining 
twice. 

The waxworks of your 
dreams can become tricky to 
map and the solutions to some 
of the problems, perhaps in 
keeping with this theme, are a 
little unreal. Rising from the 
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o-electric ceils trigger Display 
m mo ice says 

When I was 31 my son was 8 
I am now double his age 
Say how old I am. 

- HOW ? 8 


uhbY 


And now for some of your 
comments. 

Dungeon Master comes 
highly recommended by Paul 
Hamilton of Whetstone who 
wrote a long and informed 
letter on the subject. He 
suggests we publish cryptic 
clues from other readers as a 
more interesting alternative to 
straight answers. I think this is 
an excellent idea for 
prolonging the agony of 
adventures and Paul wins £12 
of software for his suggestion. 

Knights Quest seems a 
strong favourite. Anne Potter 
of Southport describes it as 
excellen, while Tim Cole of 
Hockley says its miles better 
than The Hobbit. I must take a 
good look at this one! What’s 
this? A copy has just dropped 


wrong. 
NOW ? 


treehouse takes you into the 
main hall but no matter how 
you descend leads you back 
into the leisure room. Indeed, 
in many places the game 
sends you back to this main 
area. 

In the grand hall, up from the 
leisure room, north gives you 
the Everest and west the 
Undersea World display. If you 
answer the display bedecked 
with Jacques Cousteau and 
his scuba gear correctly the 
aqualung decides to appear in 
the hall of mirrors. It’s worth 
noting that when answering 
these questions you must type 
‘SAY ANSWER’ and not just 
the answer. There are two 
mazes in the game - one being 
easily enough for my tastes-in 
the hall of mirrors and the other 
in the sewer (both six location 
mazes) which is painstakingly, 
mapped out for the sake of a 
rat-trap. 


Waxworks has excellent 
graphics and a good vocabul¬ 
ary and has all the makings of a 
good adventure. The absence 
of long location descriptions is 
more than compensated by the 
detailed pictures. 


Difficulty 7 

Atmosphere 7 

Vocabulary 7 

Logic. 7 

Debugging 10 

Overall value 7 



We can now offer a limited number of Back Copies to readers 
who may have missed out on 

CRASH issues 95 p each 

(includes postage) 

Don’t wait-they’re in short supply!' 

i-—-—--- 

\ Please send me CRASH issue No_ 

i 

\ Name ____ 

» Address ____ 

i 

« -—-- 

\ Postcode _ 

i — 

\ I enclose £_ 
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through the letter box - it looks 
like I’ll be able to answer your 
queries shortly - or will it just 
lead to more puzzles? 

Many explorers are having 
problems with mazes whether 
it be a forest, desert or twisting 
narrow passages, the solution 
is achieved in a similar way. 
Firstly, enter the maze with as 
many objects as you can carry 
and drop an object at each 
location. By doing this you can 
map out the maze in terms of 
the objects at each location. 

I have recieved several 
missives from people correctly 
completing Velnor’s Lair 
without achieving that magical 
200 points. The reason for this 
is that points are awarded for 
(() eliminating evil creatures, 

(ii) collecting treasure; and (iii) 


solving problems. Points are 
necessarily lost for attacking 
friendly creatures. As the 
game ends on killing Velnor 
there may be treasures yet 
undiscovered or evil creatures 
still roaming caves and even 
problems unsolved whose 
points remain uncollected. 

Keepo on sending 
comments on adventures you 
have played and suggestions 
for improvements to 
Adventure Trail. I shall be 
giving away £12 of software 
each month for the most 
interesting or helpful letters. 


McKENSIE 

DAVID MUNRO 
How do you get out of the 
prison cell? 

Check your inventory; you 
never know what useful 
objects you might be 
carrying. 


SMUGGLERS COVE 

JASPER SHARP 

How do you get through the 

Palatian Room? 

Don’t bother - try the angry 
pirate instead. 


VELNOR’S LAIR 

CARLOS MOZO 
Where do I find the oars? 
Try searching piles of 
rubbish, it’s amazing what 
Trolls will throw away. 


COLOSSAL ADVENTURE 

T. WILLIAMS 

How do I open the clam? 

I’m sure Neptune would 
have had the key! 


URBAN UPSTART 

TIM MAYWELL 
How do you get out of the 
police cell and the hospital? 
Bide your time - wait 
patiently in the cell. In 
hospital try S-S (take and 
wear coat) 

N-E-E-N-N-W-W-N and 
you’re out. (Since I haven’t 
played this game I must 
thank Robin Bislney of 
Newark for these tips.) 


THE HOBBIT 

HOWARD TAYLOR 

How do you get the bard to kill 

the dragon? 


Pick up the bard in the 
village (he doesn’t like 
walking). When you come to 
the dragon drop him (gently 
I hope) and say to him shoot 
dragon. 


VALHALLA 

ALMOST EVERYONE 
How do you find Ofnir? 

Go to the Plain of Midgard 
where the help command 
tells ‘You need Boldir’s help 
to go north.’ You can either 
summon Boldir or hang 
around and he will appear. 
You will then be able to go 
north into Rankle’s Hall. To 
find Ofnir you must go NW 
to another hall, but you 
cannot do this when Rankle 
is present. After killing 
Rankle you go NW and find 
a tightly locked chest. As 
your strength is too low you 
will need to summon 
someone else to open the 
chest. Inside Ofnir can be 
found. 

This solution is supplied 
by Howard Taylor from 
Licheard, Cornwall, to 
whom I am extremely 
grateful. 


SIMPLY THE BEST SPEC trum USERS! 


Remove 
5 screws 


Separate 

Spectrum 


Remove tails 


SCREWDRIVER 

+ 

5 MINUTES 


Screw Spectrum 
to base 


Insert keyboard 
tails 


Screw keyboard 
to base 


Secure 

Housing 

Facia 














If you are not entirely satisfied with any 
of our products please return and we will 
refund your money and postage 
All prices include VAT 



The ZX Spectrum is the 
best Homecomputer for 
Software, both educational 
and games.The main 
flaw, is of course, the 
keyboard. This classic 
keyboard housing is 
designed to 
accomodate the 
Spectrum personal 
computer. 

t A professional full size 
^ Qwerty’keyboard has been 

designed,with full travel keys & a full 
size space bar.Special functions are 
strategically placed for rapid programming & 
ease of use. Designed today for users of 
tomorrow, you can play the fastest games 
with the greatest of ease. It’s easy to 
assemble too —you need 1 screwdriver & 

5minutes-Simple! Available in white. 


TRY OUR NEW SOUND BOOST , FOR THE j PLEASE RUSH ME WITHOUT DELAY, 

n SPECTRUM I | FNCLORF r.HFOl IP/PO DAVARI c rr 


SAGA SYSTEMS LTD 

WO ODHAM R D, WOKING, SURREY TEL 69527 


Sound volume adjustable from a whisper to a 
roar providing sound and vision for added realism. 
I&'?TO ry u ?ed, pushes the sound out through 
theT.V. No soldering required,just 3 Aa pa pap 
easy push on connections. £9.50 (tree 


I ENCLOSE CHEQUE/PO PAYABLE TO SAGA SYSTEMS LTD 
FOR £_-PLEASE ADD £1.15 P&P PER KEYBOARD 


P & P FREE FOR BEEP BOOST 
NAME 


ADDRESS. 


_ 


— ____ POSTCODE . =J 


CRASH July 1984 79 




















































JULY HOTLINE STATISTICS 


The CRASH 


HOTLINE 



This month’s biggest climb is from Micromega’s Code 
Name Mat - an enormous 30 places upwards to the 6 slot, 
just pipping the ever-popular 3D Deathchase. The other 
big news is the inevitable arrival of Ulimate’s Sabre Wulf. 
What’s amazing is that it reaches 29 in the chart with only 
two days eligible voting! Addictive’s Football Manager 
not only proves popular but climbs up again to number 7. 
Other climbers are Android 2, Pogo with new entries in the 
lower area of Blade Alley, Psytron, Jack and the Beans¬ 
talk, Tribble Trouble and Mugsy. Gilsoft’s adventure util¬ 
ity The Quill has made another big leap upwards too, from 
31 to 24. The big question now is, will Sabre Wulf knock 
Willy off the top? 


With our new collation system 
for the Hotline (we’re using a 
computer!) it’s now rapidly 
possible to give an indication of 
how many votes by percen¬ 
tage the top games received. 
Overall, the top seven posi¬ 
tions in this month’s chart 
received a total of 48% of the 
vote, with Jet Set Willy way out 
in front - getting 19% of the 
total votes cast. Manic Miner 
received 8%, Atic Atac 7%, 
Lunar Jetman 5%, Wheelie 
4%, Code Name Mat 3% and 
Football Manager 2%. 

This month’s Hotline received 
the highest number of calls and 
forms ever, with a staggering 
24,000 plus votes recorded 
(not including the Adventure 
Chart). 


Of the phone calls received 
approximately 7% collapsed in 
giggles and were not entered 
and 3% were obscene phone 
calls - many of which may be 
compiled for a Christmas spe¬ 
cial! (I’m joking, Mrs White- 
house.) So to the 90% who 
make up the votes, thank you, 
and keep it up - the voting that 
it. 


This month’s Hotline winner is 
Timothy Williams, Leeds, W. 
Yorks. The four runners-up are 
Rachel White, Barnaby, near 
Selby, Yorks, Darryn Reid, 
Belfast, N. Ireland, Graham 
Pugh, Ely, Cardiff, S. Glamor¬ 
gan, Gary Hawes, Longhors- 
ley, Morpeth, and Russell 
Smith, Leven, Fife. 



Whether you phone or write in, all names go into the 
voluminous bag to be drawn monthly. First out receives 
£40 worth of software plus a CRASH tee shirt, and the 
five runners-up receive three issues of CRASH free plus a 
CRASH tee shirt. 

Others may try and copy us but the CRASH HOTLINE 
CHART is the one that counts - and you are the people that 
make it count. 


BRILL ’N’ FAB 
HOTLINE PRIZES!! 


THE CRASH HOTLINE PHONE NUMBER IS 
0584 (Ludlow) 3015 


HOW TO USE THE CRASH HOTLINE 


Ring the Hotline telephone number (above) and record your votes on the answering machine. 
Please speak clearly, spelling out name and address if it’s a difficult’ one! List your five games 
starting with the number one. 

Method 2 

Use the coupon below, making sure you fill in all the details. Pop the coupon in an envelope and 
send it to us. Alternativeiy you may send a letter if you don’t want to cut up the mag. 

The telephone Hotline is getting very jammed after a new issue comes out, so bear with us if it’s 
engaged. If all else fails - write in! 


CRASH HOTLINE WRITE IN COUPON My top five favourite programs in descending order 

are: 


Please use block capitals and write clearly! 

iName ... SSl 

1 


PRODUCER 


Address 


Postcode 


Send your coupon to: CRASH HOTLINE, PO BOX 10, c 

LUDLOW, SHROPSHIRE SY8 1DB ___——j 
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CRASH HOTLINE SPECTRUM 



SOFTWARE CHART 


TOP 50 FOR JULY 


I (Figures in parenthesis indicate last month’s position) 
JET SET WILLY Software Projects 
MANIC MINER Software Projects 
ATICATAC Ultimate 
LUNCAR JETMAN Ultimate 
WHEELIE Microsphere 
CODE NAME MAT Micromega 
FOOTBALL MANAGER Addictive 
3D DEATHCHASE Micromega 
SCUBA DIVE Durrell 
CHUCKIE EGG A&F Software 
FIGHTER PILOT Digital Integration 
CHEQUERED FLAG Psion 
ANDROID 2 Vortex 
THE HOBBIT Melbourne House 
JETPAC Ultimate 
FRED Quicksilva 

, NIGHT GUNNER Digital Integration 

18 (-) TRASH MAN New Generation 

19 (8) 3D ANT ATTACK Quicksilva 

20 (24) VALHALLA Legend 

21 (18) THE PYRAMID Fantasy 

22 (30) POGO Ocean 

23 (26) SCRABBLE Psion 
^ 24 (31) THE QUILL Gilsoft 

25 (27) KRAKATOA Abbex 

26 (16) ZZOOM Imagine 

27 (17) ALCHEMIST Imagine 

28 (22) BUGABOO Quicksilva 
(-) SABRE WULF Ultimate 

1 30 (23) PENETRATOR Melbourne House 
(-) STONKERS Imagine 

32 (15) HUNCHBACK Ocean 

33 (39) MAZIACS DK’Tronics 

34 (23) HALL OF THE THINGS Crystal 
(-) BLADE ALLEY P.S.S. 

(-) PSYTRON Beyond 

37 (19) DOOMSDAY CASTLE Fantasy 

38 (48) URBAN UPSTART Richard Shepherd 

39 (25) BLUE THUNDER Wilcox 

40 (41) BEAR BOVVER Artie 
(38) TRANZ-AM Ultimate 

1 42 (29) MR. WIMPY Ocean 

143 (34) PHEENIX Megadodo 
(-) JACK AND THE BEANSTALK Thor 
(-) TRIBBLE TROUBLE 

Software Projects 

46 (-) TIMEGATE Quicksilva 

47 (-) TEST MATCH C.R.L. 

48 (35) PSST Ultimate 

49 (-) MUGSY Melbourne House 

50 (32) SPLAT Incentive 



VOTE for the 

CHARTS 


The winner of the Adventure Trail Hotline is: Ann Potter, Crossens 
Southport, and the runners-up are: Farley Sollick, Egham, Surrey H 
McCusker Ibrox, Glasgow, N.H. Oughton, Moreton-in-the-Marsh, 
Gloucs, and CharlesRedman, Burton, near Christchurch, Dorset. 
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RESULTS OF THE MAY CRASH QUIZ 

We asked you to identify the 12 inconsistences between two drawings. 
The three winners are Simon Webster from Cambridge, David Ather¬ 
ton from Barnsley, S Yorks, and Anthony Barber from Waterloo, Hud¬ 
dersfield. They each receive £25 worth of software of their choice and a 
CRASH T-shirt. The three runners-up each get a T-shirt and they are, 
Benjamin Clegg from Gerrards Cross, Bucks , T.J. cowan from 
Kingston-upon-Thames, Surrey, and Mark Lowen from Caister-on-Sea, 
Norfolk. 


CRASH 1 


THE 

MONTHLY 
CRASH QUIZ 


CRASH CROSSWORD 

CLUES ACROSS 

2 Adventurous name for an old Fantasy 
4 Fire on Top 

8 (UK) producer of 14 down 

10 A rubbish game 

11 When CRASH does it 

14 Software houses hate’em 

15 Look for (synonym) 

16 The second was in 3D 

18 Ultimate do it to joysticks 

19 Lunar inhabitant 

21 For infinite lives 

22 A Tab statement 

23 Above 4 across 
25 A Quicksilva hero 
28 See 23 down (2) 

30 A software house on the run 


This month’s incredible quiz is a crossword, the basis of which has been sent in by a reader, 
Jeff Herbert from Alvechurch in Worcestershire. We’ve added a few words to his to make it 
a bit more complex. It was just as well someone sent in a quiz this month as the CRASH 
puzzle department is still in a state of shock on discovering that neither of the two anagram 
puzzles in the last issue were correct! In the first there were too few asterisks for letters - in 
the second an essential I was missing. But CRASH readers are so clever that these little 
hiccups don’t appear to have put anyone off! 

You can either fill in the crossword below and send it in to us, or if you prefer not to cut up 
the issue, just list the words with their Across and Down numbers beside them in the order 
the clues appear. Entries must reach the CRASH offices no later than July 26. The first 
three correct entries out of the bag on that date will each win £25 worth of software and a 
CRASH T-shirt. The three runners-up will also get a T-shirt each, don’t forget to include 
your name and address with the entry! 


Developed the ZX Crumpets 

CRASH Editor 

9 Golly! It’s the software houses 

24 

Softek’s Joust by another name 

12 Adventure from an Australian residence 

26 

Creative Things ‘Attack’ 


13 Play the game 

27 

He’s a Gem at the Disco 

UES DOWN 

14 Features a drunken Piman 

29 

Good adventures do it with their atmosphere 

Zippy rests glasses on them 

A programmer who Backed his own Hunch 

17 Silversoft’s robots caused it 

20 Several quests in heaven 

31 

Takes 8 

... and about 

22 Middle Eastern inhabitant with nothing 



GET in adventures 

special to do with computers 



Hewson fly by nite 

23 Electric Software say the World 



The game that went to the stars 

will die in this... 

(Qj 


10 


v\« 


15 


■18 




24 


7 


Answers in the August issue, winners announced in the September issue. 
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YOUR PLANET NEEDS YOU ! 








;Lbscrlbe'to CRA5H for 6/12 issues 


Subscribers* Discount* 


SOp off each CrusbMicro 


Mail Order item i 


lcTsmuigaa 


would like to 

Starting witn issue 

Name. 

Address. 

. 

Postcode. 

CRASH (Subs), PO 


enclose £ 


BOX 10. LUDLOW, SHROPSHIRE. SY8ilDB 


MICRO GAMES ACTION 
















































As we promised, here are a few reviews from entrants to the CRASH 
REVIEWERS’ COMPETITION, which received a Special Mention. 


Included are reviews from A.J. Green, 
Toddington, Beds; S. Guillerme, London W8; 
R. Norfolk, Stoke-on-Trent; and Vic Groves, 
London NWI. 



Special Mention 


A.J. Green 

HEATHROW A.T.C. 

Hewson Consultants 


Air traffic controllers spend 
most of their working lives 
studying television screens. If 
this is the case, you might ask, 
surely this is one function that 
should be easy to simulate on 
a computer? And you’d be 
right. 

In this simulation ‘blips’ 
come up on the screen and you 
direct the aircraft they repres¬ 
ent to land on the runaway at 
Heathrow airport, and most 
realistic it is too! Even the famil¬ 
iar ‘tail’ of the signal is repro¬ 
duced to enable you to see the 
direction of the aircraft. In fact, 
the only major item missing is 
the static-filled crip exchanges 
between the controller and the 
aircraft’s crew, but even this is 
displayed at the bottom of the 
screen! 

Don’t panic if the instructions 
included on the inlay card 
appear complicated and are 
difficult to absorb - the prog¬ 
ram gives you a chance of 
watching the computer 
demonstrate how it’s done, 
before you tackle the job by 
yourself. Mind you, after 
becoming proficient at the 
exercises I’m not convinced 
the computer makes such a 
good job of it after all! 

Basically, the idea is simple 
- as the aircraft signals appear 
on the screen, circling or ‘hold¬ 
ing’ at one of four beacons at 
varying distances from Heath¬ 
row and conveniently refer¬ 
enced alongside, you guide 
them by means of imputting 
compass bearings along with 
controlling their speed and 
height levels, to land on a 
runway at Heathrow, 
approaching in either an east¬ 
ward of westward direction. All 
the necessary data concerning 
each aircraft - the heading, 
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height and speed you have 
instructed them to follow - is 
neatly shown on an easy refer¬ 
ence display at one side of the 
screen. 

So if it’s that simple, where’s 
the challenge, I hear you ask. 

Select from a comprehen¬ 
sive menu. For exam.pie, a 
mixed bag of small, light air¬ 
craft and large Jumbo jets, 
compulsory height separation, 
rogue aircraft, sudden 
emergencies, etc, and the 
going gets really rough! Fortu¬ 
nately, the imputting of the 
instructions to the aircraft is 
easy and straight forward: this 
is essential because the airs¬ 
pace around Heathrow can 
soon get very very congested 
and all one’s attention needs to 
be devoted to those ‘blips’ on 
the screen, not the keyboard. A 
nice helpful touch provided is 
that once an aircraft is ‘locked 
on’ to the correct glidepath for 
a successful landing this 
information is notified to you, 
so enabling you to forget that 
particular problem and free 

ou to concentrate on the 

ordes of others approaching 
fast. 



Heathrow A.T.C. is a fas¬ 
cinating simulation, demand¬ 
ing fierce concentration, an 
orderly mind and is very addic¬ 
tive. You even receive a rating 
after each exercise. The prog¬ 
ram can give you hours of 
enjoyment and if you’re fed up 
with or want a change from 
those wham sphlat high-speed 
arcade games and want a 
quiet, thoughtful action game 
then this is the one for you. 

Criticism? Yes, but a 
reserved one. The time restric¬ 
tion on each exercise is only 25 
minutes, and, believe me, it 
seems nearer 10 minutes with 
all that work on your hands. 
But there again - should Delta 
Four ‘hold’ at Biggin Hill 
beacon for hours while I sort 
out the unholy mess that I cre¬ 
ated in the first place? 


Special Mention 


S. Guillerme 

FLIGHT 

SIMULATION 

Psion 

This game must be one of the 
oldest simulation games 
designed for the Spectrum. Its 
title itself gives enough expla¬ 
nation of what it is all about: a 
flight simulation game. You are 
the pilot of a ‘small two- 
engined propellor-driven 
plane’, you can take off, land 
on one of two runways, or just 
fly about, locating your position 
on a map and the help of vari¬ 
ous instruments, all in real 
time. 

The simulation in itself is 
quite detailed. At the beginning 
of the program you are faced 
with three options: take-off, 
start in flight at a random posi¬ 
tion, and the ‘final approach’ 
for landing. Then you will be 
asked if you want to include the 
effects of wind. But beginners 
beware! If you say ‘yes’ your 
plane will be far more difficult to 
handle. Then the simulation 
itself starts. 

The main display is the 
pilot’s cockpit view with a 
detailed instruments panel in 
the lower half of the screen, 
and a view of the world outside 
through the cockpit windows. 


Through these you can see the 
‘horizon’ formed by the light 
sky and dark ground. If you are 
near a runway you will see its 
lights in ‘three dimensional 
perspective’, and also lakes. 
As you turn, climb, dive, so the 
horizon and features on the 
ground will move accordingly 
through the cockpit windows. 

Your instrucments are rather 
detailed and technical: speed 
indicator, altimeter, rate of 
climb, fuel left, engine throttle, 
etc . . . The understanding of 
those instruments is vital if you 
do not want to crash immedi¬ 
ately. So always keep the 
instructions near you, they 
provide everything you need to 
know about the functioning of 
the plane. 

The second screen is a map 
showing all the lakes, moun¬ 
tains and runways, as well as 
the beacons used to navigate. 
Those beacons can be 
changed, depending on the 
direction you want to head to. 
Your plane is also shown on 
this map, but maybe on too 
large a scale to be really pre¬ 
cise about your position (espe¬ 
cially when landing). 

CRITICISM 

One thing seems to be lacking 
in this game: excitement. Apart 
from flying, you just are not 
given any tasks to perform, or 
do not have anything to shoot 
at. I found that the most inter¬ 
esting part was landing your 
plane, as this needs a good 
deal of practise. Otherwise 














































Special Mention 




once you have mastered the 
controls of your plane it is 
rather dull. The lack of sound 
gives a sort of eerie feeling to 
flying, as if you were in a glider 
rather than a ‘two engine prop¬ 
elled plane’. Colours and 
graphic details do not help 
either. Apart from lakes and 
runway lights you do not see 
anything. I would have liked a 
bird flapping its way throught 
he screen, or some town with lit 
skyscraper on the ground. 

the seven pages of instruc¬ 
tions are detailed but actually 
hard to digest. The Instrument 
Landing System does not 
seem to work properly (it is bet¬ 
ter to ignore it altogether) and 
you sometimes get some 
oddities when looping the loop. 

However this is in fact a 
good simulation game. It takes 
time to master the keys. 
Detailed instruments and 
realistic (I guess), they just 
should have made it more 
exciting, less contemplative. 
Arcade freaks beware! 


R. Norfolk 

ZZOOM 

Imagine 


In the midst of some ‘interna¬ 
tional incident’ you are drop¬ 
ped into the cockpit of a power¬ 
ful and well-armed fighter 
plane, with instructions to save 
the lives of refugees who are 
being bombed mercilessly by 
waves of enemy planes. If you 
are successful in surviving two 
waves of attackers, you are 
moved to a desert location 
where more refugees are 
being decimated by tanks, 
then to an area over water with 
submarines surfacing without 
warning. 

The inlay card gives very full 
instructions for keyboard play 
(the joystick options being 
given on screen) and lists six 
functions with a good variety of 
keys for each one, enabling the 
player to choose the layout 
which suits him best. A useful 
feature is the use of any top 
row key to freeze the action, 
enabling you to stop for a 
breather, if the frantic pace 
will allow you to get at the top 
row! In practise, once the mis- 
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siles are armed for the first 
flight over the desert it 
becomes almost unnecessary 
to use the machine guns and 
the operation of five keys is 
then quite easy. Use of the 
machine guns when trying to 
hit the tanks has a tendency to 
thin out the numbers of the 
very refugees whom you are 
there to save. 

The first screen is of a flat 
landscape, the straight line of 
the horizon being broken only 
by the straggling lines of the 
refugees who are attempting to 
cross the road along which you 
are flying. Lifting the nose of 
your plane reveals a clear blue 
sky with drifting patches of 



fleecy white clouds devoid of 
all menace, except for the 
cross wires of your gunsight, 
where the twin streams of 
machine gun fire will converge. 
At the top right of the screen a 
message indicates condition 
green’ but this quickly changes 



PRESENTS 


Formerly 

DORIC 

COMPUTER 


DORCAS SOFTWARE 

THE ORACLE'S 


CAVE 


‘The closest yet to a true animated graphics adventure...excellent value for money’ Popular 
Computing Weekly 

‘Superb high resolution with smooth scrolling ... with the nights drawing in this program should 
give you plenty to think about’ Micro Adventure Dec 83 

The graphics are smooth, startling and exciting. They show the way for the development of the 
graphics adventure in the next year’ Sinclair User Annual 84 

‘Each quest is selected by you at the beginning of the game and you will have five game days in 
which to complete it. The time factor is exceptional in adventure games’ Sinclair User Dec 83 


Available from W H SMITH, selected 
branches of BOOTS and J MENZIES and 
other leading retailers. 

Trade Enquiries welcome 
Telephone 0533 314345 


Also available direct at£7.95 (Postage and 
packing free) from: 

DORCAS SOFTWARE, 3 THE OASIS, 
GLENFIELD, LEICESTER LE3 80S 


The Oracle’s Cave is an exciting adventure game containing a unique 
blend of HIGH RESOLUTION ANIMATED GRAPHICS and text which has 
been designed especially for the 

48K SPECTRUM 


Its many features include: 

★ Continuously displayed high resolution graphics 

★ Time limit of five ‘days’ on every adventure 

★ Completely new cave layout, monster position and event sequence 
generated for every game 

★ All monsters, articles and locations depicted to a level of detail that 
pushes SPECTRUM graphics to the limit 
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REVIEWERS’ COMPETITION 


to ‘condition yellow’ and a 
glance at the small screen at 
bottom right shows why. This 
screen shows the area 
bounded by your main view 
and a large area outside this, 
on which the radar blips of 
approaching aircraft can be 
seen. ‘Condition red’, and the 
aircraft comes into view, some 
close and within range of your 
guns, some farther away and 
out of range until they break 
formation to wheel at you. 
Bombs hurtle down amongst 
the refugees, who sometimes 
stand and wave their fists at 
the aircraft in impotent fury, 
and Exotron missiles whirl 
towards you at terrifying 
speed. Too many missile 
strikes against your shields 
results in them gradually disin¬ 
tegrating, and you only have 
three spares. A missile hitting 
your plane when it is 
unshielded results in instant 
grounding at speed, although 
the only visible damage is a 
large crack across the 
windscreen. 



and you find yourself dealing 
with submarines, which sur¬ 
face, attack the boatloads of 
refugees and hurl Exotrons at 
you before submerging again. 
Once more it is necessary to fly 
very low, and this is where the 
‘di-bar’ comes in very handy. It 
indicates height and direction 
of flight and flashes when you 
are flying at minimum height. 
The use of a joystick would 
probably increase tho risk of a 
pile-up, whereas with the 
keyboard it is possible to get 
down to the minimum height 
and then leave the ‘down’ key 
alone. 

The graphics are superb, 
extremely well animated and 
with a use of colour which is 
bright without being distract¬ 
ing. Sound, within the limita¬ 
tions of the Spectrum, is well 
used; in fact the only complaint 
is that response keys really 
need to be a little faster, espe¬ 
cially left and right when after 
those tanks. 

A reasonably easy game on 
which to make moderate prog- 



Shooting the refugees is more fun on Zzoom - but not so nice! 


After each wave of attackers 
and a return to condition 
green’, the auto pilot comes 
into operation and you can 
relax for a moment or two 
whilst the score and bonus is 
calculated. Then back into bat¬ 
tle, which after two waves 
moves to a desert scene with 
tanks crawling menacingly 
over the horizon. As the palm 
trees flick by beneath, you go 
into action against the tanks, 
aided by the addition of mis¬ 
siles to your armoury. Now 
however the temptation is to 
‘nose down’ to get the tanks 
which you missed on the hori¬ 
zon, with the almost inevitable 
result of an attempt to build 
sand castles with your plane., 
which promptly mends its 
windscreen and takes off 
unaided. 

Persevere with the tanks 
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ress but a difficult game to 
complete (assuming that it has 
a finite length). Addictive and 
very good value for money, but 
be prepared to take a few flying 
lessons to achieve success. 


Special Mention 


Vic Groves 


THE QUILL 

Gilsoft 


In order to be able to write a 
good text adventure for the 
Spectrum, you need three vital 
factors: (a) an original idea; (b) 
a good deal of time; and (c) the 
ability to program your compu¬ 
ter in order to write your adven¬ 
ture. 


The first of these factors - 
inspiration - can come to you 
at any time; sleep, on the bus, 
at the launderette, or indeed, 
all three at once, asleep on the 
bus going to the launderette! 

The (b) factor - time - can, 
believe it or not, usually be 
found, especially when you 
have come up with what 
seems to be a good factor (a). 
The real problem arises with 
factor (c). 

Let’s be honest about this: 
When you first bought your 
Spectrum you were full of good 
intentions. It wasn’t just going 
to be a games machines, was 
it? You were going to learn all 
about Basic and then all there 
was to know about Machine 
Code. It wouldn’t be too long 
before you were programming 
along with the best of ’em. It 
didn’t quite work out that way 
for most of us though, did it? 
The Sinclair book got a bit 
heavy going, Space Raiders 
was only a fiver and you 
couldn’t ever find quite enough 
time to really get to grips with 
‘strings’ without tying yourself 
up in knots. 

If you have ever had your 
dreams of writing adventures 
cast away on such a tide of 
lethargy, prepare to have your 
creative buds re-awakened by 
The Quill , from Gilsoft. 

What they have done is to 
virtually take off your hands the 
programming part of adven¬ 
ture writing, and design a 
framework, into which, follow¬ 
ing prompts on the screen and 
instructions in the manual, you 
put your own idbas and create 
your own masterpiece. 

Now comes the time to put 
my cards on the table. I am not 
a computing genius and know 
precious little about program¬ 
ming in Basic and even less 
about Machine Code. Given 
this background, the book and 
software which go to make up 
The Quyill has to be fairly 
straight forward for me to be 
able to follow it. It must have 
been so, because follow it I did, 
even if it was not as easy as 
falling off a log or, in adventur¬ 
ing terms, as easy as being 
decapitated by a Troll. Under¬ 
standing took a bit of effort, a 
couple of sitting and a good 
few cups of coffee. In a per¬ 
verse kind of way it is here that 
you can be pleased the prog¬ 


ram costs £14.95. At that kind 
of price you feel obliged to 
‘carry on’, whereas a £5.95 
price tag may make Ithe temp¬ 
tation to give up and return to 
another onslaught of Galax- 
ians too great. 

The manual takes you 
through a mini-adventure, 
explaining as you go how to set 
up various aspects of the 
adventure. When you under¬ 
stand the various concepts you 
are in a position to design your 
own adventures ont he same 
lines, The Quill being more 
than flexible enough to make 
each different adventure an 
original piece of work. 

Amongst the options open to 
you are the describing of each 
location, a dictionary of each 
word the game understands, a 
method of counting so that 
events can occur after a given 
number of turns, a movement 
table so that the designer can 
control where each command 
will send your player, and a 
random chance element, 
handy in battles and similar 
situations. The basic concepts 
are well explained, despite a 
small mistake on page 22 of 
the manual, but the fact that 
even I could rectify the error at 
least proved that the concept 
was well explained! My only 
other niggle was that I could 
not find out how to control the 
‘Flash’ command. However, 
having said that, I must give full 
marks to Gilsoft for explaining 
it to me upon request. 

Sound can be incorporated 
into the adventure by the usual 
Beep commands, as can 
graphics, but I have to be hon¬ 
est and say that at this stage I 
am not sufficiently familiar with 
the program as to inclue my 
own User Defined Graphics. 
However, they can be used, so 
watch out Picasso! 

On my first attempt at adven¬ 
ture writing with The Quill I was 
able to design a 75-location 
game. No mean feat for some¬ 
one who even had trouble with 
for-next loops using Basic! 

Should you design a game 
you would like friends to be dri¬ 
ven mad with, it can be Saved 
and Run without The Quill, thus 
enabling you to pass it around, 
and should you believe your 
game is marketable, all Gilsoft 
ask for is a mention, so you can 
drive the whole country insane 
and still collect all the royalties. 

There is little doubt that the 
£14.95 price tag is off-putting 
at first glance, but there is 
equally no doubt that with a lit¬ 
tle effort and patience The Quill 
will be the best investment you 
made since buying the Sinclair 
Hand-Warmer itself. 


































Utilities galore! From screen 
creators to moving graphics, a 
multitude of aids are available 
to help the budding program¬ 
mer along. Anirog’s SPEC- 
GRAF is in aid of the User 
Defined Graphics man¬ 
ipulators, UDGuys for short. 
The program allows you to 
hold up to 200 UDGs in mem¬ 
ory at any one time. Up to nine 
UDGs can be edited on screen 
simultaneously. Let’s take a 
look at this latest UDG fast 
breeder. 

The cassette, which is con¬ 
tained in a neatly packaged 
plastic case, contains SPEC¬ 
GRAF, the UDG creator on 
one side and Roller , a demon¬ 
stration program, followed by 
Toolkit, an assortment of sub¬ 
routines for handling the UDGs 
on the other. 


SPECGRAF 


The main menu displays seven 
options. (1) VIEW WHOLE 
SET displays the current UDG 
set containing 20 characters 
from A to T. The current UDG 
set can be selected with (4) 
CHANGE SET from any of the 
10 sets. (7) PRINT BYTE 
VALUES will list the bytes of 
the set in hexadecimal or 
decimal form in two pages with 
the possibility of a hard copy. 

(2) SAVE SET TO TAPE arid 

(3) LOAD SET FROM TAPE 
involve the storage and 
retrieval of the UDG sets. A 
name can be given to the tape 
file, which can either contain a 
single set or the complete 
repertory of UDGs. These sets 
can be loaded for future editing 


or for serious use into any of 
the sets from 0 to 9. (6) EXIT 
provides an exit facility from 
the utility. Run returns you to 
the facility. (5) DEFINE 
CHARACTERS leads to the 
central activity of the program, 
namely the editing of the 
UDGs. 

The FORMAT MENU makes 
available nine different for¬ 
mats. This enables up to nine 
UDGs to be edited in the for- 
rhat in which they will appear in 
the program for which they are 
being designed (from 1 to 3 x 3 
characters). The program 
requires an input of the first 
character to be defined. The 
group of characters required 
for the chosen format must be 
consecutive and within the 
same set. Next you are asked 
for the set required. If existing 
characters are to be edited, the 
set in which they are held must 
be entered. 

The screen will display the 
grid in the format selected. 
Grids of forms with more than 
one character indicate the 
individual character areas with 
white and yellow backgrounds. 
The existing characters will be 
copied to the grid and a minia¬ 
ture screen in the top right. A 
flashing cursor may be con¬ 
trolled via the cursor keys or 
the Kempston joystick. The 
current start character is indi¬ 
cated at the bottom right of the 
screen. 

The options available are 
displayed on the right-hand 
side of the screen. 

FILL key F fills the square, 

i.e. plots a point 
ERASE key E erases the 

square, i.e. plots inverse 


BLANK key B clears the grid 

INVERT key I inverts the 
character 

CHANGE key C changes 
the start position of the 
group 

STORE stores the displayed 
result in memory. Main 
menu may be called 
without losing the graphics 
after this 

EXIT key X returns to main 
menu 

ROTATE rotates square 
group configurations by 90 
degrees 

HORIZONTAL 
MIRROR mirrors 
left-hand side of grid on to 
the right (left/right 
symmetry) 

VERTICAL 

MIRROR mirrors from top 
to bottom 

NEWSET key N selects a 
new UDG set and changes 
the current start indicator 

PRINT gives a hard copy of 
the display 

MOVE SPECGRAF (shifted 
cursors) moves characters 
around in the grid pixel by 
pixel with permanent loss 
of pixels at the edge of the 
grid 

GET reloads the grid with 
the current start characters 


ROLLER 


Once created and saved to 
tape, the UDGs require handl¬ 
ing from within a Basic prog¬ 
ram. Roller demonstrates the 
use of two sets of graphics and 
by breaking into the program 
illustrates all the points 
required to use SPECGRAF 
UDGs in your own program. 
The routines used are con¬ 
tained in Toolkit which follows 
Roller on the tape. The 200 
UDGs may be used either by 
paging between 10 sets of 20 
UDGs.or, alternatively, by dis¬ 
playing 96 different characters 
by poking the system variable 
CHARS with 256 less than the 
starting address of your graph¬ 
ics. This will redefine the 
characters from space to the 
copyright symbol with the 
SPECGRAF characters. 


CONCLUSION 


The SPECGRAF is a useful 
and dependable tool for creat¬ 
ing User Defined Graphics. 
Considering the amount of 
facilities it provides, the price of 
£9.95 may prove to be a little 
high in view of the stiff competi¬ 
tion such as Procom’s 
DYNAMIC GRAPHICS with its 
excellent moving sprite facility 
or Print ’n’ Plotters PAINT¬ 
BOX with its integrated screen 
creator. SPECGRAF certainly 
performs well and should 
ensure that you don’t run out of 
UDGs any more. 
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CRASH MICRO GAMES ACTION ORDER FORM 

Telephone Ludlow (0584) 5620. 


Please send me the following titles: Block capitals please! 


Name. 

Subscriber No. 
if applicable 


Producer 
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Address 


Postcode 


SPECIAL DISCOUNTS 


All prices are as quoted under review 
headings and include VAT. Crash Micro 
Games Action make no charge for postage 
and packaging. Customers in Europe 
should add 50p per item for post and 
packing. Outside Europe, please write first 
so that we may advice on postage rates. 


Please make cheques or 
postal orders payable to 
‘CRASH MICRO*. From 
Europe we can accept 
Sterling cheques or 
Girocheques. 


Sub Total: £ 
Less Discount £ 

Total Enclosed £ 


Sorry- only ONE voucher per order! 


CRASH MICRO, FREEPOST (no stamp required), LUDLOW, SHROPSHIRE SY8 IBR 
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it off. We still offer a FREEPOST ordering 
but please remember that it can take thi 
times longer to reach us than ordinary F 
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we recommend you use a stamp. O 
received with a first class stamp wi 
despatched within 24 hours by first da 
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Invasion Force 


KOSMIC KANGA, a multi-screen, amazing, arcade standard original action game 
Featuring superbly animated graphics and packed full of arcade features. 

Help KANGA find his space ship so he can return home to his planet. 

Leap about buildings, trees, clouds etc., pick up bonuses and throw boxing 
gloves at the enemies. 

Keyboard or most joystick. 48K SPECTRUM for most other 
Computers soon. 

* ONLY £5.95 EACH 

I 

Available from most good software retailers, 

If your local software retailer is out of stock, send 
cheque/P.0. to Micromania, 14 Lower Hill Rd., 
Epsom, Surrey, KT19 8LT., and we will send your 
order by first class post free. 

M1CRQMANJA 


Tutankhamun 


48K Spectrum 


16K/48K Spectrum 


DEALERS: PHONE MICRODEALER UK 0727 34351 OR MICROMANIA (03727)20152 
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In our sixth comparison, reviewers CHRIS 
PASSEY and MATTHEW UFFINDELL snatch 
a glass of water and a handful of power pills 
and prepare to do battle with a legion of 
ghosts... 
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Pacmania came over from the States quite a while back. Initially 
the game was regarded as odd in that it was relatively non-violent 
for a computer game, but it rapidly established itself as the 
number one arcade favourite. Although the craze is over now, 
there are still a lot of pacfans around. As a classic maze game, 
Pacman was among the first arcade originals to be copied in 
numerous forms on to the Spectrum. Copyright owners, Atari 
International, have been promoting their expensive ‘official’ ver¬ 
sion since before Christmas, but it competes against some very 
strong ‘unofficial’ versions, some are good, some not so good, 
and there are some interesting variants. 

In brief, the classic version should have a medium complex maze 
connected horizontally by a wrap around tunnel. In the four cor¬ 
ners are a similar number of power pills. Each pathway of the 
maze is regularly dotted. In the centre is a ‘home’ for ghosts of 
differing colours and point values, which are released into the 
maze at intervals. The object is to take your Pacman, an orange 
ball with a gobbling mouth, around the maze and eat all the dots to 
promote to a more difficult screen with more intelligent ghosts. 
Eating a power pill will cause all the ghosts to turn blue and edible. 
In this condition they should run away from your approach at a 
slower speed than yourself. Strawberries appear at intervals and 
can be eaten for bonus points. 


Ghost Hunt 

P.S.S. 


This gets off to a rather poor 
start because it uses the cursor 
keys for control - an obvious 
disadvantage with this type of 
game. Generally the graphics 
are small (one character size), 
okay, but not the true pacman 
size! The sound does bear a 
resemblance to a chomping 
noise. Such things included 
are fruit, tunnels and power 
pills. Overall, this is not a very 
impressive or addictive ver¬ 
sion, but not the worst you can 

c7 

This game got off to a terrible 
start - there are no instructions 
whatsoever. Once loaded one 


1 
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of the three skill levels has to 
be chosen, from easy to ultra¬ 
fast. Don’t worry if you make 
the wrong choice - you merely 
have to reload the program. 
The graphics are small, very 
blocky and primitive. There is 
no gobbling action, but there 
are some odd looking fruit for 
bonus points. Sound and col¬ 
our are generally poorly used, 
and the game isn’t worth con¬ 
sidering. 

MU 


Gnasher 

R & R Software 

We get off to a good start here 
with a nice loading screen 
(presentation is always a vir¬ 
tue). When the game started I 
was amazed! It includes a big, 
full-sized Pacman and set of 
ghosts - the only problem with 
this is that they are not as 
smooth and fast as they could 
be. The maze itself is a little 


Gulpman 

Micromega 

This was originally the Camp¬ 
bell Gulpman, which is now 
marketed by Micromega. It is a 
variation on the Pacman 
theme, which involves you in 
shooting the nasties. There are 
a large selection of mazes, 
speeds and skill levels. The 
graphics are small but smooth, 
but I think colour could be bet¬ 
ter used. On the subject of con¬ 
trol, the keyboard is poor - cur¬ 
sor, but it does offer Kempston 
joystick. Generally this is a nice 
variation, playable but for me 
not over-addictive. 

CP 

This must be one of the oldest 
pieces of software available on 
the market. Gulpman gives 
you a choice of 15 mazes 
which look very blocky, four 
chasers also of primitive 
character design, and incred¬ 
ibly, 81 skill levels ranging from 
unchallenging ghosts to super 
non-human ghosts. No power 
pills, but lasers defend you. 



Fruit and warp tunnels are 
non-existent. An ageing game, 
but with plenty of choice. 

MU 

Gobble 
a Ghost 

C.D.S. Microsystems 


maze is well drawn though. 
The characters are small but 
quite colourful. The ghosts 
give no indication that they are 
about to become invulnerable 
again after eating a power pill. 
The game plays quite well but 
the ghosts don’t seem really 
eager to get you. Sound could 
have been better used but the 
keyboard play is quite good 
with fairly pos'tioned keys that 
are responsive. 

MU 


Gobble a Ghost is packaged 
very well. Looking at the cover, 

I thought, This could be the 
one.’ Boy, was I wrong! The 
game is no way a close Pac¬ 
man. It has poor graphics, no 
fruit and stupid ghosts. These 
poor spectres seem to like get¬ 
ting into a chain, making them 
easy prey after eating a power 
pill. Playability is not very high 
at all - an average to poor ver¬ 
sion. 

CP 

C.D.S. come up with a conven¬ 
tional style game but have 
failed in reproducing arcade¬ 
like moving characters. The 


Muncher! 

Silversoft 

Here the graphics are on the 
small side but at least they are 
pretty smooth. The maze 
seems very big (too big) mak¬ 
ing the pace a bit slow, and I 
don’t think this is a very good 
version really. Although fruit 
bonus points are included both 
Pac and the ghosts have been 
changed (sacrilege!). The key 
layout isn’t one of my favour¬ 
ites either. I didn’t really enjoy 



simple but the general pacfea- 
tures more than make up for 
this. For instance, you eat the 
ghosts (after a power pill) just 
like the real thing and their 
eyes even return home. The 
fruit is here too, plus some new 
ones like pears, all in excellent 
detail. All in all, this is a very 
close copy of the original, 
which I enjoyed. It is a shame 
that the movement is not just 
that bit better - but they have 
got it all into 16K too and 
included good key and joystick 
option. 

CP 

This version is much more true 
to the original with a large 
gobbling ball and ghostly look¬ 
ing ghosts. The maze is 
uncomplicated due to the big 
playing characters. The 
graphic characters move by 
the block, but this by no means 
spoils the playability of the 
game. Eating power pills 
changes all the ghosts to a 
deep blue and they start flash¬ 
ing when the power starts to 
wear off - good. Detailed fruit 
appear at random intervals to 
give bonus points when eaten. 
The sound and colour have 
been well used. The keys can 
be redefined and are very 
responsive. This game pres¬ 
ents a difficult choice between 
itself and Ghosts’ Revenge. 
MU 


ELECTROGOBBLE . 

COMPARISON TABLE 
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GHOST HUNT 

CP 

28 

40 

38 

40 

40 

16 

4.95 

PSS 

MU 

24 

37 

34 

35 

35 



GNASHER 

R&R 

CP 

80 

80 

85 

85 

85 

16 

4.95 

MU 

81 

79 

86 

81 

87 



GULPMAN 

Micromega 

CP 

40 

50 

55 

40 

50 

16 

4.95 

MU 

37 

52 

49 

42 

48 



• 

GOBBLE A GHOST 

CDS 

CP 

50 

35 

32 

30 

32 

16 

5.95 

MU 

51 

32 

29 

25 

25 



MUNCHER! 

Silversoft 

CP 

40 

45 

25 

15 

17 

16 

5.95 

MU 

50 

58 

30 

31 

38 



GHOSTS’ REVENGE 

Micromania 

CP 

85 

95 

80 

85 

85 

16 

5.95 

MU 

87 

96 

82 

78 

86 



MAZE CHASE 

Hewson Cons. 

CP 

25 

25 

15 

10 

20 

16 

4.95 

MU 

28 

20 

12 

7 

15 




HUNGRY HORACE 

Psion 

CP 

70 

75 

80 

75 

78 

16 

5.95 

MU 

67 

71 

69 

62 

60 




HAUNTED HEDGES 

Micromega 

CP 

80 

70 

63 

65 

68 

16 

6.95 


MU 

70 

62 

50 

49 

60 




GOBBLEMAN 

Artie 

CP 

40 

28 

30 

25 

25 

16 

4.95 

MU 

39 

25 

22 

20 

20 




Please note that the percentages given in this table do not reflect what the game 
might or did get in main review and should only be seen in relationship to each other. 
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this one - mind you, it’s getting 
on a bit now! 

CP 


With this particular version it 
can take up to five minutes to 
eat up all the dots in the maze, 
not because the game is slow 
but because the mazes are so 
large and complex. The 
characters move smoothly and 
are quite colourful but small. 
Power pills have the usual 
effect of turning ghosts edible. 
A warp tunnel is included. As 
the game progresses the 
speed increased dramatically 
until the game is totally 
unplayable. Not the best, but 
very fast. 

MU 


Ghost’s 

Revenge 


Micromania 




Good controls, joystick options 
and large, almost fuil-sized 
pacgraphics which are smooth 
too - YES, I’m telling the truth. 
This has the best character 
movement around the maze. It 
also includes some new fea¬ 
tures like invisible mazes. 
Tunnel and power pills are 
included but, alas, no fruit. Mic¬ 
romania don’t seem to have 
attempted a direct copy ver¬ 
sion but have produced a fresh 
variant. Although I say that, I 
would like it to have the original 
features too, but once cannot 
have everything. 

CP 



The first impression this ver¬ 
sion gave me was that it must 
be the best ghost gobbling 
game on the market - at the 
moment. The characters move 
smoothly and are well drawn, 


feature this version has that no 
other does is the invisible 
maze - just to make life a little 
more difficult. Both colour and 
sound have been put to good 
use, tunes adding a nice intro 
to each new-life screen. The 
keyboard is just right. A very 
good version, but it would be 
difficult choosing between this 
and the R & R version. 

MU 


appeal. Some details like the 
finishing’ of the maze are a lit¬ 
tle bit primitive by today’s stan¬ 
dards, but this still outdoes 
many newer games. If anyone 
has not got Hungry Horace - 
get it! 

CP 


Maze Chase 


Hewson Consultants 


with the ghosts looking very 
much like the arcade equival¬ 
ent. The star of the show looks 
very convincing as it gobbles 
its way continuously around 
the good-sized and well- 
planned maze. Several non¬ 
characteristics of the original 
arcade game crop up during 
play - no fruit for one, worst of 
all the ghosts give no indication 
when changing from edible to 
non-edible states after a power 
pill has been eaten. Being able 
to choose your own skill level 
also become unrealistic. One 


Poor graphics, unexciting and 
unaddictive seem the words to 
sum up this one. The graphics 
are small, undetailed and lack¬ 
ing in colour. Control is with the 
cursors to make things even 
worse. It didn’t appeal at all - 
the less said the better. (Sorry 
Hewsons!) 

CP 


Horace cannot be called a trad¬ 
itional Pacman game - there 
are no ghosts for a start off, just 
park guards which multiply 
after a set time. The three 
mazes are very simple indeed, 
though quite well drawn 
Power pills don’t exist either, 
instead there is an energency 
alarm bell. Ringing the bell will 
cause the guards to freak, 
allowing you to throw them out 
of the park. The characters are 
well drawn and move 
smoothly. Colour and sound 
are well used. Totally different 
from the arcade version 
MU 


The only 3D maze game out of 
the bunch, essentially every¬ 
thing else is the same - ghosts 
chase in a hazardous sort of 
way, power pills aid your task. 
The differences are the 3D 
effect and you’ are a real run¬ 
ning, but small, man that walks 
over the dots. Sound and col¬ 
our are average. I didn’t really 
like the 3D effect maze, but the 
game itself plays averaqely 
Novel. y 

MU 


Gobbleman 


Artie 


Like a lot of these games, this 
version is quite old, and it 
shows. It is very primitive with 
its design and graphics. The 
maze is exceptionally com¬ 
plex, with the odd lemon 
positioned randomly in it. 
Power pills, too, appear ran¬ 
domly placed. Ghosts move 
about the maze not caring at all 
whether you eat the dots or 
not. The game does have 12 
different mazes, but the terrible 
cursor keyboard layout is quite 
unresponsive - if not positively 
erratic. Can’t be recom¬ 
mended apart from historical 
interest - Maze Chase to 3D 
Lunattack - there’s encour¬ 
agement for you! 

MU 


3D Haunted 
Hedges 


Like most of the really early 
versions, Artie’s has small and 
rather uninteresting characters 
of a small size. Power pills but 
no bonus fruit in this fast game. 
Generally pretty uninspiring. 


Micromega 


This is a fairly original game. 
The maze has been turned into 
a 3D maze using colour. It is 
quite realistic too. The man 
runs behind hedges so that 
only the top half of him can be 
seen. Bonus features apart, 
this is basically a Pacman type 
game and it’s a reasonably 
good one too. The game offers 
user-definable keys; it’s play¬ 
able but I still prefer the fruity 
original. Nonetheless this is a 
good version. 

CP 


Artie first produced Gobble- 
man for the ZX81 - it played a 
very vicious game even then. 
This version is even faster. The 
maze is nicely drawn and is 
quite complex. The characters 
are small and quite insignific¬ 
ant compared with the size of 
the maze. Eating power pills 
causes the ghosts to pulsate - 
not a very good effect. No fruit 
appear at any time, having 
included them would have 
helped the game along a bit. 
Colour and sound is not at all 
well used, although the keys 
are well positioned and 
responsive. 

MU 



Hungry 


Horace 


Psion 


No need for intros here as 
every self-respecting Spec¬ 
trum owner has heard of 
Horace (if not, why not?). This 
is an excellent variation which 
has stood the test of time well. I 
remember buying this one over 
a year ago and it still has 
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Che Ultimate Challenge 

DARE YOU FACE IT? 

The most advanced 3-$imensional scrolling graphics 
v * program ever devised, brought to your fingertips in 100% 

^ machine code arcade action. * 

Fight through missiles, fighters and fuel dumps, evade 
x radar installations and deadly force fields, then challenge 
the enemy’s ultimate defence. 

The only game of its kind for the Spectrum, requiring skill, 
^ nerves and lightning co-ordnation, x 

% Incredibly addictive. % t , 

Kempston joystick compatible. ' 


Now available from: W.H. Smith 
Centresoft 
Lightning 

and all good comi 



















Factory 

Breakout 


Producer: Poppy Soft 
Memory required: 48K 
Retail price: £5.95 
Language: machine code 
Author: Steve Crow 

Aliens have been blamed for a 
lot of things since Space 
Invaders replaced Tank Pong 
and Tennis as a video game, 
but they haven’t usually been 
blamed for causing strikes. In 
this new game from Poppy 
Soft, alien monsters have acti¬ 
vated the self-destruct 
mechanism of the X-IAL robot 
factory. So all the other robots 
have gone on strike and only 
Zirky is left. Can you help him 
evade the monsters and break 
out of the factory? 

The game has three differ¬ 
ent screens and gets harder 
with each successfully com¬ 
pleted go. In the first, Zirky is in 
his egg capsule at the centre of 
the screen. The factory’s self- 
destruct mechanism is already 
firing deadly laser beams at 
him from seven directions. The 
rays progress slowly, giving 
him time to swivel round to 
each in turn and fire back with 
his defence laser. This stops 
the deadly rays for a moment 
only. Below him, a column of 
energy Is rising up under the 
ego - when it reaches him, 
Zirky is saved, and transported 
out as a fully fledged Zirconium 
Mk III robot. 

Sadly, his transportation 
leads him on to the rejection 
line, where five overhead las¬ 
ers keep firing. Zirky must pass 
them ail safely. Each laser is 
made up of three vari-coloured 
beams, white being the fastest. 

If he spends too long in the 
rejection chamber a killer 
canary comes up to get him. In 
later screens this chamber 
may have conveyor belts. 

The third screen is a plat¬ 
form type with seven levels. On 
the top six there are two or 
three connecting doors to the 
next level down. A lift on either 
side of the platform complex 
takes Zirky up. He can exit at 
only two (different) levels on 
either side before reaching the 
top. Three monsters (on the 
first screen) inhabit this area 


and chase Zirky like mad. The 
idea is to change the colours of 
all the doorways by passing 
through them. This has to be 
done three times. At the ends 
of some corridors there are 
force fields, rather like power 
pills in a Pacman game, once 
eaten they disappear but allow 
you to kill off the monsters for a 
few moments. 

It all sounds quite simple, but 
on later levels, things are 
deteriorating in the factory - 
conveyor belts start up, not all 
in the same direction at the 
same time either - monsters 
are on the increase - in fact it 
begins to look like a normal day 
at any British factory. 

CRITICISM 

• ‘Brill! Factory Breakout is 
one of the best Spectrum 
games I have seen over the 
past few months. It contains 
colourful, smooth graphics, its 
got some pretty original ideas 
included and I really enjoyed it. 
This game will definitely be a 
winner in the Spectrum market 
and I would strongly recom¬ 
mend it for a game of the 
month - in fact MEGABRILL!’ 

• ‘The graphics are of a high 
standard - in a way quite sim¬ 
ple shapes, but imaginatively 
designed and ultra-smooth. 
There are nice touches like the 
mirror image of the ground 
over which Zirky travels. The 
skill level of the game has 
been really well pitched, with 
the easiest (Alpha) level still 
being very hard for the first few 
plays. The game demands a 
high degree of skill and timing, 
and because of the three very 
different screens, each type of 
skill is varied. Very playable 
and very addictive. ’ 

• ‘Basically this game 
includes three different types 
of game, each of which 
requires a different talent to get 
through them, each of them 
being excellent as well. Graph¬ 
ics are large and very smooth, 
not flickering one little bit. 
Aliens are well animated and 
are progressively more intel¬ 
ligent - I think they learn by 
their mistakes! The keyboard 
is nicely laid out with few con¬ 
trols (it’s cursors, but only 5 
and 8 are used for direction) 
and they are responsive. 
Sound is well used where 
appropriate and there are nice 
tunes. Factory Breakout is 
playable and very addictive 
with a good progression bet¬ 
ween skill levels so it builds up 


with your skill. A great game 
which I don’t think will ever 
age.’ 


COMMENTS 


Control keys: 5/8 left/right, 0 
to fire 

Joystick: Protek, AGF and 
Kempston 

Keyboard play: simple keys 

and responsive 

Use of colour: very good 

Graphics: excellent 

Sound: very good 

Skill levels: progressive 

through 5 levels 


Lives: 3 
Screens: 3 

Originality: highly original 
ideas 

General rating: addictive, 
playable and highly 
recommended. 


Use of computer 85% 

Graphics 89% 

Playability 92 % 

Getting started 85% 

Addictive qualities 91 % 

Originality 94 % 

Value for money 92% 

Overall 90 % 
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E-N-I-G-M-Acan you break the code? 







CONTROL ACCEPT? REJECT? ACCEPT? REJECT? 


ENIGMA is o new type of computer gome. In most 
gomes you hove a set of rules. In these gomes it is 
thelother way round. The gome will be over when you 
discover the rule by which it is being ployed. The 
computer will accept or reject cords - your objective is to 
discover the rules. There ore five rules in all - but don't be 
discouraged - the gomes con be solved - if you hove 
enough imagination and perseverance. 


Available on cassette with full instructions for the BBC 
'B', Electron and Spectrum machines, at £4.95 including 
VAT, post and pocking. When you've solved all the five 
gomes return the cassette with £4 to us and we'll send 
you another. 

Dealer Deals Ltd, 20 Orange Street, 

London WC2H7ED 

Access cord holders ring 01-289 2188 24 hours. 


Ho Dealer Deals Ltd, 20 Orange Street, London WC2H 7ED 

I Please state machine _Please rush me on Enigma cassette. 

■ I enclose a cheque/PO. for £4.95 payable to Dealer Deals Ltd or debit my 

Access cord No_ _Signature_ 

Nome ____Address_ 


Li 


Postcode 


1 


_ 

©Certain Advertising Ltd 01-9301612 
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GRAPHIC ADVENTURE SYSTEM 
SPECTRUM 48K 

The Dungeon Builder is a highly sophisticated program enabling 
machine-code graphic adventures to be written quickly and easily, 
even by those who have no programming experience at all. When 
creating your adventure you can choose from 1600 possible 
locations which are visually displayed on an octagonal lattice. The 
program gives you the facility to illustrate your chosen locations if 
you wish. A separate "game-maker'' program is provided which 
enables stand-alone games to be made that will run on Spectrums 
without "The Dungeon Builder" being present. 

There are two versions 

1. Cassette (now available). For writing medium-sized 
adventures. 

2. Microdrive (coming soon). This will enable you to write 
really large adventures. 

"The Dungeon Builder" is available from larger branches of 
Boots, Lightning Records and Tapes, and good computer shops. 
You may also order direct from us by sending a cheque, P.O., or 
your Access number. Access orders may be placed by 'phone. 

Price £9.95 inc. V.A.T. fCassette) 


Please send "The Dungeon Builder" (Cassette) 

Name. 

Address. 


Cost 
£9.95 
• p&p 0.50 
Total 10.45 


Access Number 
(if applicable) 


m 


DREAM SOFTWARE LTD, P.O. Box 64, Basingstoke, Hants. RG21 2LB. Telephone: (0256) 25107 












































































The 

Computer 
Cook Book 


Producer: Bug-Byte 
Memory required: 48K 
Retail price: £9.50 
Author: Ian Hoare 

In some recipe books it tells 
you how long to allow for prep¬ 
aration time of the dish.. With 
The Computer Book , the first 
of its kind, you had better allow 
a few extra minutes per pound 
as the data takes a while to 
load. 

The package comes as two 
cassettes, a Menu Planner 
tape and a Recipe tape. The 
recipe tape uses both sides of 
the cassette. On side one there 
are 20 Starters and 20 Main 
Courses, and on side two there 
are 20 Desserts, 20 recipes for 
vegetables and 5 recipes for 
odds and ends like mayon¬ 
naise and fish fumet. 

Computer cook books may 
well be very useful, especially 
so if you have one of those 
ultra-modern kitchens with a 
plumbed in Spectrum and 
monitor, but one thing this 
program lacks is the mouth¬ 
watering colour photographs 
of dishes designed to get your 
culinary skills going. Perhaps 
the advantage to the non¬ 
computing mum (there seem 
to be less and less of these 
around nowadays) is that 
because this is computer 
cookery, she can get the 
alien-zapping son to do the 
cooking from now on. 

Any recipe book must stand 
or fall by the recipes contained 
in it. The author, Ian Hoare, is 
a noted chef to British 
Routiers, and the program 
notes claim that the recipes 
are well tried and tested - 
indeed even favourites of Mr 
Hoare’s customers, so they 
can be used with confidence. 
The starters section includes 
standards like Avocado with 
Crab, French Onion Soup and 
Scampi. It also has a few exo¬ 
tics like Gulyas Soup or Whit¬ 
ing a Verdurette. Similarly, the 
Main courses are well selected 
from Beef Bourguignon 
through Elizabethan Pork to 
Choucroute Garnie. The 
desserts range from Jam 
Pockets through Vacherin to 
Zuppa Inglese (trifle). 


Using this section is quite 
simple and the program is 
reasonably user-friendly, with 
one startling exception. A 
numbered menu (no pun) 
allows selection of the particu¬ 
lar section,, e.g. Starters or 
Main Courses; information in a 
box explains how to get a hard 
copy if you have a printer, and 
then a yellow box states, ‘Q to 
quit, any other key to continue.’ 
Pressing any other key, how¬ 
ever, will result in varied on¬ 
screen abuse explaining that 
you are an idiot! Below the yel¬ 
low information box is another 
set of text which merely says, 
To remind yourself of the title 
PLEASE PRESS 1,2 or 3. . 

This is a roundabout way of 
confusing the novice compu¬ 
ter cook. You cannot just press 
any other key, but only the 
appropriate numbered key. 

Anyway, selecting a section 
results in a neat dissolve to the 
20 recipes. Any may be cho¬ 
sen by pressing the appropri¬ 
ate letter key. You are then 
asked to input the number of 
guests being fed, and here is 
one of the Computer Cook 
Book’s great strengths - the 
recipes can be shown with the 
required ingredients for bet¬ 
ween one and 200 diners. (Did 
you know that Chocolate 
Mousse Basquais requires 
151b plain chocolate and 120 
eggs to feed 200?). The ingre¬ 
dients are listed and a hard 
copy may be made for shop¬ 
ping list purposes. A key press 
then reveals the method of 
preparation and cooking with 
helpful hints also available at a 
key press. This too may be 
sent to hard copy. Before 
returning to the main list, the 
ingredients may be seen 
again. 


In most respects this works 
veiy well. I was only disap¬ 
pointed to be informed that the 
cooking method for Coq au Vin 
was the same as for Beef 
Bourguignon, which meant 
wading through the menu 
again. It should have been 
possible to repeat the instruc¬ 
tion, surely, for the selected 
dish. 


mmBHmmAimmm ill mm 
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Choosing then leads you to the 
recipe list, where you can tell 
the computer which dish the 
wine is to accompany. The 
result is a first offer and a 
cheaper alternative. Some of 
the wines are extremely 
expensive. 

A useful section is the Store 
Cupboard, which allows the 
computer to sort through the 
recipes and find out if there’s 
one which will use up whatever 
you may have lying around. It 
has some oddities, however. 
Since the sort is only done from 
a basic list of ingredients used 
in the program, I was surprised 
to see that red cabbage crop¬ 
ped up nowhere in any recipe - 
so why was red cabbage listed 
in the first place? Trying in 
desperation to find something 
to do with the wretched stuff, I 
pressed for a search through 
Desserts. As I expected there 
was no recipe, but the compu¬ 
ter must have become con¬ 
fused as it printed out, “d 
COPY e?Cabbage - sorry, 
there are no recipes using d 
COPY E£Cabbage in this sec¬ 
tion.” 

It was obviously a firm 
reminder that I should write my 
own dessert recipe based 
around red cabbage. 


2®0 X fti per ia I > 


StMp Pork Chops 

as Lbs Mushrooms chopped fine 

1©0 FI Oz Chopped Shallots 

S# FI OZ Oil 

8.3 Fl Oz Lemon Juice 

INMyi % ill €£ cj 

100 Ft Oz Double Cream 
Thyme 

100 Fl Oz Chopped Parsley 
S3 It & Pe p p e r 
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PRESS 


OP 


N 


MENU PLANNER 

The second tape is the cook¬ 
book’s index with five sections. 
Section one sorts things out - 
dishes from a particular coun¬ 
try, dishes by ease of cooking, 
dishes by price, dishes by time 
of preparation. You can also 
see a list of the recipes, all the 
ingredients used in the recipes 
and pick an ingredient, say 
Celery Seed, and find out what 
recipes it is used in. One sec¬ 
tion will suggest wines to 
accompany meals. This is 
done by first asking whether 
the wine is to go with starters, 
main courses or desserts. 


CONCLUSION 

For what you get (60 main 
recipes) this package is 
reasonably priced. I wonder 
how many cooks will actually 
have a Spectrum in the 
kitchen, but it isn’t necessary 
with the hard copy facility, and 
in this respect the program is 
friendly to use. It is possible to 
buy cheaper books with more 
recipes in, but I hope the Com¬ 
puter Cook Book does well, 
not because it is invaluable, 
but because it points the way to 
better things in the future. 

Roger Kean 
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Since last month’s issue, letters and several phone calls have 
flooded in with playing tips and counter arguments. For instance, 
the reader who wrote in saying he had found a trailer from the 
Moon Rover on a particular level of Lunar Jetman, caused a few 
raised eyebrows. A caller said he had reached level 25 in a 
desperate search for the trailer, but there was no sight of it. On 
contracting Ultimate he was told that they had wanted to put a 
trailer in but there hadn’t been room left in the program - so it looks 
like someone has a good imagination. Anyway, on to your tips ... 
LM 


JET SET WILLY 
ATTIC POKES 

Still on the Manic problem of 
JSW, Software Projects have 
announced the winners of their 
competition for the first to 
complete and get to bed. They 
are CRASH readers Ross 
Holman and Cameron Else of 
London. Ross and Cameron have 
also worked out how to get 
around the problem of the Attic - 
so successfully in fact that 
Software Projects have allowed 
publication of the POKES 
required to overcome the bug: 
Enter MERGE ”” and press play 


robot arm and where to go after 
being forced down by a tractor 
beam? 

Jeremy Smith, 
Kidderminster, Worcs. 


ANDROID 2 

I have found out how to get all the 
time you need and as many men 
as you want. All you have to do is, 
in the first clearing kill yourself four 
times then go to a place where a 
monster goes over a mine. Then 
try to walk on to the mine at the 
same time as the monster. If you 
time this right you will be killed two 
times more, making a total of six 



JETMAN HOLES Q 

J.U. Flattery’s methods for 
getting across the holes in Lunar 
Jetman may be safer but it is 
significantly slower and makes the 
game more dangerous later on 
that level when you have to 
destroy the missile with laser fire, 
which has been launched 
because you have taken up too 
much time. It’s better to practise 
laying bridging units, which also 
have the advantage of being there 
later, instead of having to recross 
holes. One of the best games I 
have got is Jet Set Willy, but could 
somebody tell me how to get the 
items in the Conservatory Roof? 
John Curtin, 

Skelmersdale, Lancs. 


There’s obviously a serious 
problem in getting Conservatory 
Roof objects in an honest way. 
However Peter Young, Christian 
McGuiness and Paul 
Henderson, all of Slough, rang to 
tell me this interesting POKE. 

Type in POKE 34785, n (n = 45 at 
best). I have to say now that I 
haven’t had time to try this one out 
yet, but it’s supposed to build 
bridges in space so you can jump 
Willy across. Goodness knows if it 
works! 


WHEELIE/ATIC ATAC 

Firstly, Richard Leadbetter 
stated that in Atic Atac, the green 
key is always on the level you start 
on. This is not true as I have found 
it on the floor above. Secondly, 
here are the first eight codes for 
Wheelie : 2 WITTY, 3 SHARK, 4 
BEBOP, 5 XENON, 6 ZX83B, 7 
2MQL3, 8 HRME2. 

Ewan Lithgow 
(14), Dumfries. 


SNOWMAN 


When you are after an object and 
it’s in an awkward position (eg on 
the far right), all you have to do is 
go to the very bottom of the 
screen and walk along to the far 
right ladder, wait until the gas 
flames are on the left or in the 
middle, go up the ladder and get 
the object, then go back to the 
bottom line. The monsters will 
never go along the bottom 
because they can’t. Keep doing 
this until that level has been done. 
After stage'four there is a different 
screen layout. 


Richard 


Johnson (15), 
Worksop, Notts. 

O 



on cassette. Once the fjrst part 
has finished loading, stop the 
cassette and enter: 

CLEAR 32767 
LOAD ’’CODE 

Start the cassette again and after 
the main part of the program has 
loaded enter: 

POKE 60231,0 
POKE 42183,11 
POKE 59901,82 
POKE 56876,4 

If you would like to save the new 
version of Jet Set Willy, prepare a 
blank tape and enter: 

SAVE “JETSET’LINE 10 
SAVE “JSW’CODE 
32768,32768 

If not, to play the new version 
enter: GOTO 40 

This routine will stop the chain of 
events which occurs the second 
you enter the Attic screen and 
which causes isntant death in the 
four famous locations! 

LM 


UNKNOWN VOYAGE 

Are there any readers who have 
an arcade game called Voyage 
Into The Unknown ? It’s by a new 
firm called Mastertronic. If so, 
could they give me information on 
how to pick up objects with the 


hits on yourself. Now, due to a bug 
in the program, you have as many 
lives as you want and all the time 
in the world. 

Kevin Allen, 
Weston-super-Mare. 


ANT ATTACK 

If you go out into the desert, you 
might find an Ammo Dump ... I 
will say no more. 

J. Parker, 

Brighouse, W. Yorks. 

BETTER SOUND 

It seems common practice for 
software houses to state that the 
sound may be improved by 
connecting the Spectrum’s mic 
socket to your tape recorder’s and 
pressing Play with no cassette in 
it. But stereo headphones can be 
used to amplify the Spectrum’s 
sound. This is a considerably 
better technique as the sound is 
louder and no one else has to 
listen to it. 

Anon, Water Orton, 
Birmingham. 


MONSTERLESS JSW 

If you would like to run around 
JSW's mansion without monsters 
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(sounds a bit boring to me), S. 
Watson of Greenlees Estate, 
Cambridge, says skip the first 
part of the program then enter: 

10 CLEAR 25000: LOAD 
’’"CODE 

20 FOR A = 43780 TO 45823: 

POKE A,0: NEXT A 

30 FOR A = 46080 TO 49151: 

POKE A,0: NEXT A 

40 POKE 35899,0: (The infinite 

lives Poke) 

50 BORDER 1 
60RNDUSR 33792 
RUN 

Again, I haven’t had time to check 
this out (someone ran off with my 
copyofJSW). 

LM 

CHEQUERED FLAG 

You can overcome the problem of 
low performance after hitting glass 
by keeping your finger down on 
the accelerator, but changing 
gears right down to first. The track 
still seems to wobble, but the car’s 
performance is unimpaired. This 
saves a time-wasting trip to the 
pits. 

Murray Pope, West Linton. 

JUMBLY 

For anybody with a copy of 
Jumbly, try these titles: 
NURSERY, FLIGHT, PLANS, 
WINDOW, VERSE and VER¬ 
TIGO. Will someone please do 
a version of Galaga for the 
Spectrum! Danny Balcomb 
and Paul Hirst,Acomb, York. 
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JET SET JUMPS 

Having waded through literally 
hundreds of letters with the 
infinite lives Poke for JSW(!), I 
came across this one, and I 
promise -it’s the last POKE for 
this month! It comes from 
Stephen Punshon ofPeterlee, 
Co. Durham, and is POKE 
36353,44. What it does (quick 
burst of laughter) is allow you to 
get sucked up a left-hand wall if 
you jump from underneath! If you 
walk and jump into the wall, you 
jump twice as high as usual 
fusefrv/ for the Nightmare Room). 

FIGHTER PILOT QUERY 

In Fighter Pilot, when you 
examine the map, there are tiny 
little dots dotted around it. Upon 
closer examination from the 
cockpit at 27 feet, I noticed that 
they were in fact what looked like 
miniature runways. Please, could 
anyone tell me what they are? 
Laurencde Hoff, Four Marks, 
near Alton, Hants. 


PUSH OFF 

I have read about the difficulty of 
loading Push Off by Software 
Projects. After many hours of 
experimenting with the command 
CLEAR, I have found that the 
program can be used in 16K. 
Before loading the line CLEAR 
24001 must be input. Then load 
as usual and the game won’t 



POGO SPEAKS <-> 

I wonder if you know about the 
added bonus in Pogo by Ocean. If 
you are lucky enough to own a 
Currah Microspeech unit you will 
find that Pogo speaks, even 
though nothing is written about it 
on the cassette. The snake hisses 
at you as well as saying, ‘slither’ 
and ‘squirm’. 

Darren Muir, Enfield, Middx. 


crash. 

C. Donegan, Leeds, W. Yorks. 

Keep the playing tips coming 
in. If you are writing to me for 
the CRASH FORUM, it would be 
best if you kept any tips 
separate in your letter rather 
than incorporating them with 
the main letters, as it makes 
sorting much easier. Lots of 
writers have been asking for a 
HALL OF FAME. . . read on ... 





Lloyd Mangram s 


Lunar Jetman 137,880 (LI 4) 

Manic Miner 107,122 u ) 

* Jetpac 419,440 
( Atic Atac 4 mins 51 secs 
/ Wheelie 9,307 
? Penetrator 109,060 
■ Ant Attack 40,320 
|| Chuckie Egg 256,110 (L22) 
i Scott McKenzie (17), Glasgow. 

U Lunar Jetman 329,795 (thanks to 
NA Chris Sutherland) 
r Jetpac 13,765,920 
I R. Brown (13), Leyton, London. 

I Hobbit 2 days 
Jetpac 181,000 
Graham F. Cresswell, 

Rugby, Warwicks. 

Bugaboo 30 secs 
Lunar Jetman 147,230 
Richard Avent, Bristol. 

Lunar Jetman 142,350 (LI 6) 

Jetpac 8,736,810 

Code Name Mat all Myons dead on L3 
Alec Billing (12), 

Loughborough, Leics. 



don’t kpow which is the 
creepier - being alone in a 
cemetery at night or reading all 
those grovelling letters with 
outrageous claims for 
hi-scores. I know other mags 
publish Halls of Fame, but none 
of these scores are verifiable 
and you’re probably all lying 
anyway! Still, it’s being insisted 
upon, so be it on your own 
heads. If you want to creep and 
let everyone know just how 
fantastic you are, here’s your 
chance to enter Lloyd 
Mangram’s Hall of Slime. 

Only totally outrageous 
scores will be accepted - BUT 
THEY MUST BE HONEST or it’s 
no good, to kick off with this 
month I have culled a few of the 
slimier claims from some of 
your letters, but from now on 
I’m expecting official figures for 
the mildewed place of honour. 

THE HALL OF SLIME 


Ant Attack 47,684 
Pyramid 126,626 (9th go) 

Danny Balcomb, Acomb, tork. 
Chuckie Egg 123,769 
Daniel Pipe, Harlow, Essex. 
Punchy 1,753,900 
Darren McKinley (12), 
Birmingham 

Lunar Jetman 221,510 (L22) 

Alan Simpson, Milton, Glasgow. 
Chuckie Egg over 200,000 (L20) 
Paul Mummery, King’s Lynn, 
Norfolk. 

Chuckie Egg 566,120 

David Vickers (12), Plymouth, j 

Chuckie Egg 279,360 *7 

Jetpac 4,376,980 

River Rescue 65,300 IpN 

Richard Eden, 

Kenilworth, Warwicks. 

The Pyramid 147,000 odd 
Mark ellis (13), Yarm, Cleveland. 
Inca Curse 3 days (9,950) 

Ian Simmons, Sheffield. 




Of course, if you really want to offer 
something by the way of proof, you 
could send in a photo of the screen 
showing your score - but then, we 
all know how easily photos can be 
faked ... 

Good luck with the hi-scores! 

LM 
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CONSTRUCTION 


Furthermore he may add addi¬ 
tional subroutines to be called by 
non-assigned keys and customise 
the program to suit his require¬ 
ments. All this can be done in Basic 
and should not prove too difficult. A 
complete listing is provided for this 
purpose. 


CONCLUSION 


The RD DIGITAL TRACER runs 
rings round the usual drawing 
utilities with and without light pens. 
The tracing arm is definitely more 
easy and accurate to use than a 
light pen. However its application 
lies not in sketching and freehand 
drawing, but is limited to the copy¬ 
ing or tracing of existing drawings. 
The extra features of SCALE, 
RETRACE and GRAPHICS 
increases the efficiency of the sys¬ 
tem and makes it the most ver¬ 
satile tracing utensil on the market. 
The only drawback is the price of 
£55.50 which makes it a rather 
expensive Spectrum add-on, and 
limits its application to the serious 
or well off Spectrum owner. 


Faced with the problem of copying an existing draw- 
ng, pattern or map on to the Spectrum TV screen, 
there would be little hope of a fast and simple job. 
Drawing grids, listing coordinates, rescaling and 
nputting either via suitable software or via light pen 
could simply take hours. Unless of course an RD DIGI¬ 
TAL TRACER were at hand. 


MAKING AN 


IMPRESSION 


The DRAW program prompts 
entry of background and paper 
colour and a flashing cross wire 
cursor displays the current position 
of the trace head. If the trace head 
is moved out of the tracing area, a 
warning BEEP will sound. A large 
or small or invisible cursor may be 
selected. Border, paper and ink 
colour changes, screen clearing, 
display of colour character grid, 
line erasing within character 
square, etc, facilitate the produc¬ 
tion of the drawing. Drawing can be 
accomplished either in normal 
mode by holding down key W (pen 
down) or in continuous mode (tog¬ 
gle key C). Pressing key E will cre¬ 
ate thick lines, while key Q plots 
single points. 

Special drawing functions are 
provided including straight line, 
quarter, half and full circle, 
rectangle and right angles. All 
these facilities permit rapid produc¬ 
tion of complex outline drawings. 
For area filling four different func¬ 
tions are available: 
key g paints solids 

key F hatches (alternate 

horizontal lines) 
key D hatches (every 

third line) 

(Sym) M Toggles shading 

limits (shading to 
edge) 


Franco Frey 


The tracer consists of a double 
jointed arm with a hair cross sight 
at its end. The knee joints contain 
potentiometers which detect in 
combination with the supplied 
software the exact location of the 
hair cross in reference to the trac¬ 
ers base. The tracer interface unit 
does not inspire confidence, in fact 
the enclosure is constructed out of 
a standard cassette box and cer¬ 
tainly doesn’t reflect the high cost 
of the unit. Nevertheless the tracer 
performed immaculately through¬ 
out the test and proved reliable. 


number. Up to 5,000 samples may 
be stored on a 48K Spectrum or 
500 with a 16K memory. 


DRAW enables text to be printed 
normal inverse and flashing includ¬ 
ing standard graphic symbols or 
UDG’s. With GRAPHICS a new 
character set may be generated 
and saved to tape for later use. The 
current character set is displayed. 
Entering the letter to be changed 
the 8 x 8 dot matrix is displayed 
and the character may be rede¬ 
signed with the use of keys 1 and 
0. If an error is made while generat¬ 
ing a line of the character it is poss¬ 
ible to return to the beginning of 
that line. 

The programs SCALE, 
RETRACE and GRAPHICS must 
be merged with DRAW to operate. 
However the composite program 
may be loaded, which contains all 
the above mentioned facilities. The 
programmer may use individual 
routines from the utility program 
and merge them with his own. 


The tracer can reach a maximum 
tracing area of 300 x 300mm using 
automatic scaling, but the nominal 
area is 256 x 176mm for normal 
draw mode. The base is fitted in 
position with a clamp or with the 
double-sided adhesive strip sup¬ 
plied. A template is provided for 
positioning the tracing sheet grid in 
the correct location. The interface 
of the tracer is plugged into the 
back of the Spectrum (with the 
power supply disconnected!) or 
into the extension port of the 
printer edge connection. The soft¬ 
ware cassette DT2 is loaded and 
the system is ready. 


SOFTWARE 


The cassette contains five prog¬ 
rams: 

DRAW All general purpose draw 
features including outline paint and 
copy. 

SCALE The drawing is transferred 
to screen scaled up or down, 
reversed left to right and upside 
down and repositioned. 

RETRACE Stores a string of draw¬ 
ing commands and coordinates for 
later retracing. In practical terms 
this means that it stores an outline 
drawing which can be recalled 
repetitively. 

GRAPHICS Sets up an array of 
user defined graphics 
COMP Comp 48 includes all four 
above progams. Comp 16 includes 
DRAW, SCALE and RETRACE. 
RETRACE, SCALE and GRAPH¬ 
ICS must be run from within DRAW 
and must therefore be merged with 
DRAW. 


INSTALLATION 


Text may be printed using key P for 
normal, key M for inverse and key 
V for flash after positioning the cur¬ 
sor at the desired print position. 
The screen display may be copied 
on the printer or saved on cassette 
at any time and recalled at a later 
date from within the DRAW prog¬ 
ramme for further modification. 


SCALE 


When operating the tracer with 
DRAW the drawing on the tracing 
sheet is transferred with a fixed 
nominal scale of 1mm to 1 pxel. 
With the program SCALE the dis¬ 
play image may be moved up and 
down, left and right, scaled up and 
down, reversed left to right and 
turned upside down or any combi¬ 
nation of these. Automatic scaling 
can be achieved by: 

Figure entry mode: by inputting 
the coordinates of the desired 
rectangle on the screen. Upon 
completion the cursor will move 


only within the confines of this 
rectangle when moving the tracing 
arm across the entire nominal trac¬ 
ing area. 

Drawn entry mode: The four 
coordinates are input automati¬ 
cally by the screen cursor. By indi¬ 
cating the lower left and upper right 
position with the screen cursor, the 
required area rectangle will be dis¬ 
played temporarily or perma¬ 
nently. 

Single point entry: Inputing a 
scale factor and positioning the 
trace head at a reference point on 
the drawing to be traced. The x and 
y coordinates may be read and 
input. 


RETRACE 


The program RETRACE stores 
consecutive points from the tracer, 
the x and y coordinates and the key 
pressed being stored in a string 
array. The program allows to trace 
many outlines, stores at different 
points in the array and to recall any 
one in particular commencing the 
retrace at the appropriate sample 


GRAPHICS 
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UPDATE: 

The passengers of the Star Liner Arcadia were 
marooned and captive on an uncharted world. The 
man called Cross was dedicated to saving them. 
Actually, he was only part man; a mixture of human, 
computer and virus smashed into existence in 
Arcadia’s crash, he was a bizarre hybrid. But he was 
still free and fighting. He was their only hope... 


THEM 

TERMINAL MAIM 



CROSS WITHOINKIMAS ANP 
MANPRELL, WAS SEARCHING 
FOR HIS PASSENGERS IN 
THE CITV OF KEBUOO& 


-THE PPRKEST RATS 
RUNNING IN THAT SEWER 
WERE THE IMPERIAL &UARP 
FEAREP FINP HATEP By 
EVERV LIVING THING/// 


wWHERE FEAR ANP 
VIOLENCE RRN 
THROUGH THE STREETS 
LIKE RN OPEN SEWER- 


er'./ i ( m in i\ 

Our presence’ 
MflR be known 
Jo the BAP rtR 
W GUV’S/// All,: 


PflMN/ 

PISTOL'S 
jr LOST 

L charge. 


LJ^WUR MA&IG J 
W TOT HHS no 
F POWER AGAINST 
THE IMPERIAL &UARP, 
OUTSIPER—LOT IT 
k flSIPE ANP PREPARE 

aL for pepth / A 


^ ONLP TOLL • 

^ THE TALL ONE./ ARE TO 
BE SPRREP - VIL&AKRE HAS V 
0 USE FOR TOU / ROD WILL 
ATTENP THE PURIFICATION OF 
. THE OTHER OUTSIPERS HT . 
V THE CRTHEPRAL-/// 


|Cross anp his coH^mo^MT-^k 


I HAP TAKEN REFUGE IN THE 
[POOREST QUARTER /// 
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THERE FIRE ^ 
BRCK-UP GUFIRPS 
OUTSIPE- 
GRAB WHAT 
\NERPoNSVOU yj 
.CAN BNP/// 


F///BUT ^ 

r VOU WILL. 

NOT . 
TAKE ME/ 


i mv 

flTTENP, 


mm< 


THERE'S TOO > 
MBNy, CROSS — 
.WE CHlTT HOLP 
'EM/ 


Y INTO’ll 

/ THAT ■*->< 
TRBNSPORT 
L STATION/. 


5U1CKUT- 
TTO THE 
CAR/ 


»/ UN LESS, OP 
COURSE, YOU 
HBPPENEP TO 
BE ONE OF THE 
SLAVES WHO 
SUPPLIEP THE 

motive fchner 

FROM TREBPMILLS, 


KEBWO&S SLJSPENPEP 'RAIUNAV' WAS 
NOT THE SAFEST MOPE OF TRANSPORT 
EVER INVENTEP BV MBN- BUT IT WAS 
INFINITELy SBFERTHFIN WRLKlNG 
THE STREETS/// _ 


STORY BY KELVIN GOSNELL© DRAWN BY OLIVER FREY© 
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CUT 

OFF BOTH 
WAYS— 


HOPELESS, 
CROSS — 
THEY'RE 
STILL. 
v COMIN&/// 


With the last shreps of 

HIS ENERGY, CROSS BURNEP 
THE ROPE HOLPING THE CAR - 
IT HRP ONLY q FEW METRES 
TO FALL i// 


For the guarps, however, the 

PROP WAS CONSlPERflBLY GREATER 

ANP FATAL / 


r KEEP^^ 
POWN -THE 
CAR WILL 
BREAK OUR 
^ FALL JjL 


^^CANT 
"MOVE - USEP 
TOO MUCH 
POWER -CAN'T 
EVEN SUSTAIN 
l BOPY 
k GRAPHICS -V 


IT'S ALRIGHT— 
THERE'S CHROS 
OUTSIPE / THEY’LL 
NEVER FOLLOW 
► US - WE CAN J 
L PIS APPEAR / 
k FOR PAYS— / 


/no/ m-must^ 

FINP CRTHEPRAL- 
GET TO CEREMONY 

nothing else — 

^.MATTERS/// JM 


/TVIEY'VEN 
( & or , Y 

V US/1 



/ > >v . 




IS 

'• lL~' 

■/*'* 1 

( / 

■MW/iw 


y_^.. I 



P/j pP' 


tmjMVHOT VFTV^ 
FTT IF 1 CAN HOLP k 
W THIS IRON PULLEY- AS 
r USE THE VIRUS TO f| 
^AMPLIFY ELECTRICAL fl 
RESISTANCE/// M 

Otower-W /- 

jQ MORE 
aP- POWER / 
lOOMEON BURN/ 
pfej^euRN'-^ 


i 


I 
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NEXT PHY, FIT 
THE GREAT 
crthepral 
THFIT PO/WNATEP 
THE CITY//, 


/THIS 15 \I 1 

crazy/ 

THIS IS WHERE N 
VILGRRRE WANTS 
you -you should 

BE ON THE OTHER y 
\SIPE OF THE < 
C\ PLANET/ A I 


W^fun np it 

f IS WRITTEN)™ 
THAT THEV WHO 
PENY THE GO PS 
SHHLU BE A 
PURIFIER IN 1 
, THE CHAMBER 
LOF THE GOPS/J 


r POP ONCE V? 
' HE'S RIGHT, ™ 
CROSS - WE'RE 
PLAYING INTO 
VILGARRE’S 
HANDS —HE'S 
L MANIPULATING 

Hkvou / 


i tjmvo rs^-v 

f ISRV—COME > 
I WITH ME TO 

THE RITUAL OF 
L PURIFICATION \j 

\'OR LEAVE /Mi 


- RNP THHT A_ 

MUST BE ViLGARRE 
IN THE RINGSIPE SEAT/ 
BUT WHHT CAN WE PO ? 


WILL ANY MAN SPEAKn 
FORTH ANP SAY WHY 
THE HERETICS SHOULP 
NOTBEPURIFIEP?/-^ 


“//RNP THEY^ 
SHRLL BE TAKEN 
UP ANP NEVER 
SEEN fl&RIN 


^VILGARRE IS 

MANIPULATING ME —Bl IT^^ ^W/ fffl 
I HAVE SOMETHING HE WANTS -Iffliy 
. I PON’T KNOW WHRT IT IS /// - 

VBUT IT'S THE ONLY WEAPON WE'VE GOT- 


OH WELL-AT LEAST 
HE'S ACTING LIKE A 
HUMHN BEING — 
TAKING RISKS ANP 
LEARNING THE ART 
OF CUNNING/ 


T HERE 
IS 

ONE MAN 
WHO 

. SPEAKS 
k^FORTH,^ 


ANP 

THERE IS 
ANOTHER WHO 
WILL SPEAK— 


I HOPE 

SO, MANPRELL, 
r ALTHOUGH I FEAR 
HE IS LEARNING THE 
. ART OF MAPNESS 

^ TOO/ 


r—VILGARR eTt 
YOUR RULER, 
WILL PEFENIP 
THE HERETICS 


WSm 


Next: The Thing that wouldn’t die... 
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Les Flics 

Producer: P.S.S. 

Memory required: 48K 
Retail price: £6.95 
Language: machine code 

It was probably inevitable that 
at some time or other the Pink 
feline thingummybob with a tail 
and a penchant for stealing 
diamonds would appear in a 
computer game. Les Flics isn’t 
someone’s name of course but 
a bit of French slang for the 
police, and in fine Peter Sellers 
style French, the inlay explains 
the situation. This is an arcade 
game with adventurish over¬ 
tones, or rather it’s several 
arcade games in one. 

The first screen shows a 
plan of a city centre with a 
maze of tree-lined roads con¬ 
necting nine buildings, their 
doors indicated in red. You 



Small graphics belie a lot of larger 
activity inside the buildings, while 
outside Les Flics patrol. 


appear as the Pink Thing with a 
tail on a road low down the 
screen. As soon as you start to 
move, two police cars appear 
on the streets, zipping about, 
but generally homing in on you. 

The idea is to enter the build¬ 
ings and pick up useful objects, 
which will enable you to find 
and steal the blue diamond. 
The interiors of all the buildings 
are designed as platform 
games with five levels and 
holes in the floors. Levels are 
connected by staircases, up or 
down lifts and firemen’s 
poles. The buildings are lit¬ 
tered with all sorts of things 
including daggers, a bag, a 
spanner, knives and forks, a 
key, money bags, beard dis¬ 
guise, masks and of course the 
famous diamond. There are 
some other odd things like 
heavy weights and poles. 
These can be moved around 
and weights, if dropped 
through a hole, will fall and 
squash the chasers on the 
floor below. 

There are food ‘pods’ dotted 
around and passing over them 
when in possession of the knife 
and fork will replenish your 



Inside, the places resemble plush gyymnasiums- you’re the pink thing with a 
tail. 


rapidly depleted energy levels. 
Numerous doors in buildings 
may be entered and exited 
from if in possession of the key. 
The chasers include 
Gend’armerie Kaolin (dis¬ 
guised as a chef), and of 
course Cleudeau - famous 
idiot detective. 

The main task in this novel 
game is to collect things which 
will allow you to do the right 
things in other buildings, while 
remaining free of pursuit. Dis¬ 
guises help in some cases, the 
dagger will help in others. And 
all the while, the police cars are 
waiting outside .. . 

CRITICISM 

• ‘At first, this game looked 
quite primitive with its block 
graphics, but once inside a 
building this all changes to 
good, detailed, colourful and 
well-animated characters. 
Finding the gemstone is fairly 
easy but getting it is difficult. 
With only a set number of build¬ 
ings, I wonder how long its 
good playability and addictivity 
will last.’ 

• ‘Unless the copy I was 
given had lost an extra set of 
instructions inside the larger 
plastic cassette case, Les 
Flics has a massive oversight. 
Nowhere does it tell you how 
to play the game or what the 
controls are. Of course, half 
the fun here is in finding out 
what does what and when it 
does it, but some control keys 
would have been nice. Trial 
and error proved them to be 
the cursors, rather a drawback 
in a game of this speed. Apart 
from this quibble, Les Flics is a 
great deal of fun, original, and 
combines several ideas in one 
game. The graphics are large 
and smoothly moving, amus¬ 
ing things happen, the lifts 
work very nicely, and there are 
enough adventure elements to 
make it all playable and addic¬ 
tive. ’ 

• ‘It can get to be extremely 
frustrating when you have got 
a key, a bag, money, you’re 


well fed and everything, and 
the diamond is around the next 
corner, to run into a police car 
through inept maze dodging! 
Les Flics got me real mad - so 
it must be a pretty good game. 
Initial impression of simple 
graphics quickly gives way to 
the smooth, fast and large 
ones of the building interiors. 
One of the nice touches is the 
incompetence of Inspector 
Cleudeau, who will often come 
along and knock a Flic uncon¬ 
scious for you, just before the 
cop was about to nick you. I 
thought this was fun and really 
addictive.’ 


COMMENTS 

Control keys: cursors plus 0 
to collect items and in 
combination with direction 
keys will operate lifts, poles, 
etc 

Joystick: Kempston, Protek, 
AGF 

Keyboard play: pity about the 
cursors, but responsive 
Use of colour: good and 
varied 

Graphics: very good 
Sound: good, but the tune 
between lives gets irritating - 
an interupt key might have 
been useful 
Skill levels: 1 
Lives: 3 
Screens: 11 
Originality: very high in 
content and style 
General rating: very good. 


Use of computer 68% 

Graphics 78% 

Playability 56% 

Getting started 56% 

Addictive qualities 79% 

Originality 85% 

Value for money 78% 

Overall 75% 



Death Star 


Producer: Rabbit 
Memory required: 48K 
Retail price: £5.99 
Language: machine code 
Author: J.H. Cain 

Death Star is a 3D shoot ’em 
up set in a trench on the sur¬ 
face of a massive alien craft, 
and as such is in the tradition of 
‘Star Wars’ type games of 
which Blade Alley by PSS is 
another example. Unlike 
Blade Alley, this game has 
only the one screen. The 
scenario is that the evil Garth 
Fader has sent the most 
deadly weapons system in the 
Universe to destroy humank¬ 
ind and the only form of 
defence left is a squadron of 
three ion-drive Ford Prefects 
armed with laser canon. You 
are the only pilot left and by 
remote control you must save 
humanity, by flying along the 
trench firing at the enemy 
fighters as they hurtle towards 
you. 

The trench is described on 
screen by three areas of the 
same blue, each divided by 
two pale blue lines going from 
the two lower corners almost to 
the top centre of the screen. 
This forms the 3D perspective 
view along the trench. Move¬ 
ment is indicated by a line of 
dots running down one wall, 
across the floor and up the 
other side. These appear in the 
‘distance’ and shoot towards 
you, and continue to do so at 
intervals throughout the game. 
In the small slice of black sky at 
the top, stars are also moving 
towards you. 

Your ship can move left and 
right as well as up and down, 
its position in space marked by 
its shadow on the trench floor. 
The aliens appear from the dis¬ 
tance and are animated 
towards you through several 
stages. Some of them fire 
plasma bolts. 

CRITICISM 

• ‘This is another of the 3D 
type shoot ’em ups, but it isn’t 
really a very good game, it 
seems to lack excitement. The 
ship keeps getting hit even 
when you attempt to fly over 
other ships. Also it can be hit 
when flying high by attackers in 
the distance! It seemed to me 
that no matter where an 
attacker was (ie distance or 
height) it would hit you if it over¬ 
lapped with your ship. This is 
surely a mistake in program- 
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ming (or is it just poor program 
design?). The movements, 
etc, is okay but firing seems a 
bit on the “cheap” side with a 
streak or line going to the end 
of the trench (vanishing point). 
Not one of the best games of 
this type I have seen. r 


• ‘Death Star doesn’t have 
much going for it - rather dis¬ 
appointing after all those little 
ads in the magazines telling us 
life would never be the same 
again after Death Star. The 
graphics are simple to the 
point of not working - at least 
as far as the 3D goes, and 
there isn’t anything special to 
do except shoot at enemy craft 
when they appear. The 
graphic of your ship is quite 
large and does distort in 
shape when you move from 
side to side, but oddly, 
remains the same shape no 
matter what height it is at. This 
makes it difficult to line up 
shots at times. The other irritat¬ 
ing thing is that if this is sup¬ 
posed to be 3D, how come 
you can’t get over a low flying 
enemy? Can’t the programmer 
make his graphic characters 
merge or pass each other 
without the computer deciding 
you’ve been in collision when 
your eyes tell you that you 
haven’t? All these points made 
the game unexciting and 
unplayable as far as I was 
concerned. ’ 


Bewarehouse 

Producer: Positive Image 
Memory required: 48K 
Retail price: £5.95 
Language: machine code 
and BASIC 

Author: Tom Cannavan 

Beware the haunted ware¬ 
house! Here you must get as 
many men as you can across 
the warehouse floor and up the 
ladder to safety . 

The ghosts don’t like their 
peace shattered so they will do 
several things to try and stop 
you, like throwing boxes and 
barrels, they may chase you or 
just try and block your path. 
Your energy is limited and it 
goes even faster when you 
jump about. 

The screen depicts a cross- 
section through the ware¬ 
house. Your men line up below 
the floor and a short ladder 
takes them to the main floor. 
Above there are five areas 
divided by vertical walls that 
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jumping up and holding on is a 
good one, but I don’t think its 
lasting appeal is very strong. ’ 


• ‘I probably shouldn’t com¬ 
pare one game with another as 
a form of criticising it, but after 
playing Blade Alley, Death 
Star has little appeal. Every¬ 
thing seems wrong with it. Any 
sense of dashing down into a 
deep trench at high speed is 
lost by those silly little dots 
which move fast when they are 
a ‘long way off’, and slow down 
as they get ‘nearer’ to you. 
That’s wrong, it ought to be the 
other way about. Some of the 
alien characters are quite nice 
but overall I thought the graph¬ 
ics poor and undetailed - also 
very flockery. Is this com¬ 
piled? The user-definable keys 
are good though!’ 

COMMENTS 


Control keys: user-definable, 
four need plus fire 
Joystick: AGF, Protek, 
Kempston plus most others 


via UDK 

Keyboard play: average 
responsiveness 
Colour: average and unvaried 
Graphics: generally 
reasonable, though flickery 
but 3D effect poor 
Sound: frying bacon sounds, 
poor explosion noise 
Skill levels: 

Lives: 3 

Originality: a poor copy of a 
much more complicated 
arcade game 
General rating: below 
average. 


Use of computer 68% 

Graphics 52% 

Playability 48% 

Getting started 68% 

Addictive qualities 43% 

Originality 54% 

Value for money 46% 

Overall 54% 


almost touch the floor, allowing 
the man to pass underneath 
but not jump. A rail runs along 
the length of the warehouse, 
and blue rails a little higher up. 
At the extreme left, a ladder 
runs up to the floor and safety - 
well almost! Rolling along the 
floor from left to right come the 
barrels. These may be jumped 
over by leaping up and hang¬ 
ing on the rail until the barrel 
has passed. In the last area, 
boxes are being thrown down 
which must be dodged. As the 
game progresses, there are 
more barrels at different 
speeds and boxes start 
appearing in the other areas 
too. Once on the ladder and up 
to the top, safety is assured - 
except on later levels when a 
ghost appears and walks 
across at the last second - it’s 
to be avoided. Later still the 
ghosts may descend to the 
warehouse floor. 


4 the game becomes almost 
impossible to play! Timing is 
important. The graphics tend 
to be a little bit on the primitive 
side, but overall they are col¬ 
ourful and well drawn. An 
addictive game from an 
unknown company.’ 

• Bewarehouse contains 
small and rather jerky but col¬ 
ourful graphics. The idea of 


• ‘I really enjoyed playing 
Bewarehouse because the 
use of the keys is good, and the 
skill requirements are well 
judged to make a fast and sur¬ 
prisingly difficult game. True, 
the graphics are nothing to 
write home about, but this is 
definitely one of those games 
where the idea is more impor¬ 
tant and the graphics do not 
detract from its playability. I do 
like the word BOP which 
appears for a quarter of a sec¬ 
ond after a box has hit you - at 
first you think your eyes are 
playing tricks. It’s a simple 
game, and quite addictive 
because, although repetitive, it 
does offer a challenge in timing 
skill.’ 

COMMENTS 

Control keys: TJX left/right, 0 
to jump 

Joystick: none 
Keyboard play: responsive 
Use of colour: very good 
Graphics: detailed, 
movement by block character 
Sound: poor 
Skill levels: progressive 
difficulty through 12 stages 
Lives: 5 

Originality: the idea behind 
Bewarehouse is really quite 
new, although a similar 
concept is used in Sinclair’s 
Stop The Express 
General rating: playable, 
medium addictive and simple, 
generally a good average 
game. 

Use of computer 68% 

Graphics 59% 

Playability 65% 

Getting started 72% 

Addictive qualities 65% 

Originality 69% 

Value for money 61 % 

Overall 66% 


A wary man in a scary Bewarehouse needs good leaps and strong arms. 


CRITICISM 


• ‘This game is totally original, 
one of the main features which 
attracts me to it. By about level 











































3D Bat Attack 

Producer: Cheetah Soft 
Memory required: 48K 
Retail price: £6.95 
Language: BASIC and 
machine code 
Author: Mark Jones 

To emphasise its 3Deeness, 
Bat Attack has the ‘3D’ at the 
end of loading, seen lying flat 
on the ‘ground’ some way off in 
full perspective. The charac¬ 
ters then come closer as you 
‘walk’ towards them, rearing 
upright when you get close. 

This is a three-dimensional 
game in which you are incarc¬ 
erated in a tower with four 
floors. There is a lift between 
the floors and you can go to 
any one you wish, although 
each time you use the lift the 
bats which inhabit the floors of 
the tower will become more vic¬ 
ious. 



The floors of the tower maze 
are lined with gold blocks 
which you must collect. You 
have no armament against the 
bat attacks, but at intervals on 
each floor there are cloves of 
garlic which may be eaten by 
running over them. This will 
give you immunity for 20 sec¬ 
onds only. If a bat attacks you 
after garlic has been eaten, it 
will stun but not kill the bat. 

The corridors of the maze 
are drawn in perspective with 
green lines, uprights indicating 
the length of one step. The 
gold blocks on the floor are 
solid yellow rectangles, and 
the resulting scene resembles 
a modern open plan office with 
desks in straight lines and 
dividing partitions. Below the 
visual display there is a radar 
showing your position and that 
of the four bats. A map display 
of the maze, gold blocks and lift 
is also available at a key press. 
On this large map you can see 
the bats flitting about quite 
well. Below the display there is 
a direction indication arrow. 

If you are hit by a blood suck¬ 
ing bat, a large crack appears 
over the screen and may take 
you by surprise if it came from 



Gold blocks and garlic in Bat Attack. Remember - a clove a day keeps the 
bats at bay. 


behind. If it attacks from in 
front, you will see it approach¬ 
ing. 

CRITICISM 

• ‘Movement of the maze is 
fairly slow, while the bats fly 
very quickly. Garlic is never to 
be found when you need it, and 
a map that is not co-ordinated 
with your key movements - 
that is, you move in one direc¬ 
tion and your position marked 
on the map moves in a totally 
different direction - very con¬ 
fusing, if not frustrating. Graph¬ 
ics are large, detailed and 
approach you in a quite realis¬ 
tic way. The colour is also well 
used. Overall, a batty unaddic- 
tive game.’ 

• After following the usual 
screen messages I pressed 
“any key to begin” (it wasn’t 
the BREAK key) and the game 
crashed, leaving a mess on 
the screen. Said incident hap¬ 
pened several times. I made a 
final attempt with the Kemp- 
ston interface unplugged - 
and success! Surely if the 
game was tested fully such 
information could be included 
with the program. I thought Bat 
Attack was basically boring, 
dated and almost colourless 
3D maze game. There were 
games like this about a year 
ago. Unless this type of game 
can be revitalised or improved 
upon, then the 3D maze game 
has had its day. Not a particu¬ 
larly inspiring or exciting ver¬ 
sion anyway. ’ 

• Bat Attack instantly 
reminded me of Gilsoft’s Maze 
of Gold. You had to collect gold 
bars in that one too, but without 
the hindrance of monsters 
chasing you. The graphics are 
greatly improved though over 
some of the earlier 3D maze 
games, and the map facility is 
excellently done. The sense of 
movement along the corridors 
works quite well, but I think the 
real drawback to the game’s 
working really well is the bats. 
Wouldn’t it have been better to 
provide a weapon for shooting 
them? The garlic is totally 


ungainable in a hurry unless 
you happen to be right on top of 
a clove of the stuff. What also 
confuses and slows reactions 
down is the system whereby 
you can move in any direction 
with the cursor keys, but to 
face in the direction you must 
use the cursors and CAPS 
SHIFT to turn. This means you 
can sail down a long corridor 
only seeing the side wall! In a 
panic situation this can be 
quite troublesome. I enjoyed 
Bat Attack, but I don’t really 
think it offers quite enough 
playability or excitement in the 
long run to be addictive.’ 

COMMENTS 

Control keys: cursors, CAPS 
and 0 to view maze 
Joystick: ZX 2, Protek, AGF 
Keyboard play: a little 


Space 

Command 

Producer: Virgin Games 
Memory required: 48K 
Retail price: £5.95 
Language: machine code 
Authors: Terry Murray and 
Roy Poole 

Your task in this game is to pro¬ 
tect a domed city on an 
asteroid from the ravages of 
alien attack. You control a 
small spacecraft armed with 
lasers, in this game written by 
the authors of Yomp and 
Rider. 

The city is protected by a 
two-stage force field whose 
energy banks become weaker 
after many impacts. This force 
field will be lowered to protect 
the civilian parts of the city, 
thus leaving the large com¬ 
munications dish unprotected. 
If the dish is destroyed, you 
lose a life. Your ship’s lasers 
will run down with repeated 
use and take time to recharge; 
similarly fuel may run out 


confusing at times, and no 
immediate response from the 
keys 

Use of colour: fair to average 
Graphics: average, 
reasonable 3D effects 
Sound: poor 

Skill levels: 11 with between 
1 and 4 bats selectable 
Lives: 3 
Screens: 4 

Originality: 3D maze games 
are hardly new - depends on 
how much one has to offer in 
new ideas . . . 

General rating: Our 
reviewers’ opinions ranged 
from poor, to fair/average to 
above average, but felt that at 
almost £7 it was pricey for 
what it offered. 



Use of computer 

54% 

Graphics 

55% 

Playability 

43% 

Getting started 

63% 

Addictive qualities 

45% : 

Originality 

48% 

Value for money 

48% ' 

Overall 

51% ' 


before the attack wave of 
aliens. 

The screen shows the sur¬ 
face of the asteroid at the bot¬ 
tom, with the force field 
emmanating between 

opposed wings of hillside. 
Between the hills can be seen 
the domed city, communica¬ 
tions dish (in the centre) and 
the space port. Below the dis¬ 
play are two bar codes for laser 
strength and fuel level. 

An eight-option menu allows 
for joystick or keyboard selec¬ 
tion, customisation to the 
extent of having armed or 
unarmed aliens and the type of 
space ship you would like. 
There is also a very good demo 
mode on offer. Aliens hitting 
the force field weaken it, so 
having unarmed aliens does 
not necessarily make the 
game any easier. The screen 
wraps around horizontally, and 
diving your ship into the force 
field will kill you off. 

CRITICISM 

• ‘Quite a reasonable shoot 
’em up here with good graph¬ 
ics. The game is fun but not 
really varied enough to make it 
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truly addictive. Options to arm 
or unarm the aliens and have 
different spacecraft help. Quite 
good graphics, smoothish, fast 
movement of the ship and 
aliens. Virgin are improving. 
This is a good game but with¬ 
out much addictiveness.’ 

• This game plays so fast that 
it is almost impossible to con¬ 
centrate on your targets. 
Graphics are large and 
detailed and the colour is well 
used. Other than shooting 
down aliens there isn’t much 
else to this game. Overall, 
quite a g?od game but with 
low playability because of the 
impossible speed it plays at. ’ 


Sound: above average 

Skill levels: 1 
Lives: 4 

Attack waves: 10 
Originality: quite a novel 
space shoot ’em up 
General rating: above 
average for those who like a 
very fast game. 


Use of computer 61 % 

Graphics 75% 

Playability 58% 

Getting started 70% 

Addictive qualities 44% 

Originality 68% 

Value for money 62% 

Overall 63% 


• ‘I know I shouldn’t compare 
games across computer types, 
but sometimes damn it, you 
have to. Space Command 
looks like the same sort of 
game as Metro blitz by PSS for 
the CBM 64. Now I know the 64 
graphics are much stronger, 
but I have seen games for the 
Spectrum which I think are bet¬ 
ter than on the 64. In this case it 
isn’t so, nor is the level of play¬ 
ability. After all, the screen 
area is the same, yet PSS 
manage to make it seem infi¬ 
nitely bigger. This spaceship 
has no momentum, zipping 
about like a gnat quite 
unrealistically. Also the game 
has been mis-paced, every¬ 
thing happening too fast for the 
size of graphics for you to be 
able to do much. The key posi¬ 
tions are terrible, all in a 
straight line on the bottom row. 
It’s a pity, because the game in 
itself is reasonable, just the 
general working seems to 
have gone adrift somewhere.’ 

COMMENTS 

Control keys: Z/CAPS 
up/down, M/SYM left/right, 
SPACE to fire, ENTER = 
engine boost; alternatively, 
cursors and 0 
Joystick: ZX 2, Kempston, 
AGF, Protek 

Keyboard play: responsive 
Use of colour: good 
Graphics: reasonably 
smooth, large, detailed and 
fast 
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Carnival 

Producer: Eclipse 
Memory required: 48K 
Retail price: £5.95 
Language: machine code 
Author: W. Moore 


On looking at the cassette 
inlay, it’s a bit difficult to decide 
who really is responsible for 
marketing this game. The 
copyright says Eclipse, but as 
the game is part competition 
this is run by British Micro of 
Watford, below which is says 
created and produced by EMS 
(Holdings) Ltd. EMS (Hold¬ 
ings) Ltd is, among other 
things, an advertising agency 
which handles a number of 
computer and software-related 
accounts. 

Carnival is a fairground 
sideshow shoot ’em up. You 
start off with three lines of 
objects moving in opposing 
directions, bears, rabbits, 
ducks and a alphabet letters. 
At the base of the screen is 
your rifle, which may be moved 
left and right. Below that is an 
allocation of bullets. The yel¬ 
low ducks have a tendency of 
breaking line, flying down and 
robbing you of some bullets. 
The letters should be shot in 
the correct order to spell the 



word B-O-N-U-S - oddly 
enough, this awards some 
bonus points to your score. Hit¬ 
ting targets on the upper row 
awards more points than hit¬ 
ting any on the lower row. 
Above the moving rows is a 
carousel of clay pipes which 
must also be shot for bonus 
scores. The game ends if you 
run out of bullets before clear¬ 
ing the screen. Bullets may be 
replenished by shooting two lit¬ 
tle blocks with a 5 and a 10 in 
them, bullets warded accord¬ 
ing to the number. 


CRITICISM 

• ‘Carnival is an excellent 
shoot ’em up game. Its graph¬ 
ics and sound are very good. 
Quite a bit of thinking out is 
required to clear a sheet with 
the limited bullet supply. There 
are quite a few features includ¬ 
ing shooting at a well-animated 
bear between games, the idea 
being to keep him on screen by 
hitting him centrally, which 
makes him change direction, 
so hit him again, etc. I found 
this a very playable game 
which seemed to have an 
appeal that kept me playing.’ 


playable and addictive at first, 
but I think its lasting appeal is 
likely to wane after three or 
four hours of play.’ 

COMMENTS 

Control keys: CAPS/Z 
left/right and SPACE to fire 
Joystick: ZX 2, Kempston, 
Fuller 

Keyboard play: responsive 
Use of colour: good 
Graphics: above average to 
good 

Sound: good with on off 
option to kill the carnival 
sound 



‘Roll up! Roll up! Shoot the flying ducks and harmless bunnies and win 
yourself a Graphpad.’ 


• 7 wasn’t very sure at first 
that you would be able to take 
something like a carnival rifle 
range from reality and repro¬ 
duce it on a computer game, 
but in fact it’s worked quite 
well here. Graphics move 
smoothly and quickly and are 
well drawn. Care must be 
taken with your aim because 
of the short supply of bullets; 
this does add a considerable 
difficulty to the game. Ducks 
that tend to dive down and eat 
your bullets, generally come at 
once, so one of them is likely to 
get through your barrage of 
fire. This game is fairly original, 


Skill levels: 6 speeds 
Lives: 1 

Originality: novel idea for a 
shoot up, well implemented 
General rating: considering 
the competition prizes and 
game value, pretty good. 


Use of computer 77% 

Graphics 73% 

Playability 78% 

Getting started 76% 

Addictive qualities 75% 

Originality 70% 

Value for money 76% 

Overall 75% 


































Don’t be a keyboard home 

Sit back 'upi.th a compact, lightweight, hand held, 
fingertip operated joystick. 


▲ Nylon encased-Steel shafted joystick with ball and socket joint. 
A Fast sprung return to centre. 

A 12 Months Guarantee. 

A 7 day Money back Guarantee. 

Settle down in comfort for 1 

that long battle against the >' 

high scores. > 

Large handles and rubber suckers are fine 

on a table top, but are very uncomfortable 

and tiring held in the hand and they don’t 

stick carpets or sofas. m 

A delta 3S on the other hand will move 

with the flick of a finger. 

Its choice of three fire buttons will 
suit a. variety of grips in left or right 
handed operation. The rotary 
slide switches cannot be 
damaged by excessive 

pressure on the stick and the j 

fire buttons have been 

extensively tested and will s . 

still be going after millions 

of missiles have been '*/■'■>' / 

me. ' m . -K-.. 

Like the Spectrum it is ' V ~ / 

British with a sleek low '}//■ v , / 

profile style and / f 

matching colour / 

scheme. / . jdp’ 

It will fit any W/ J 

interface that / 

accepts a / • 

standard / yfr 

Atari type 9 / 

pldg and / 

will give I/?)* 4 

diagonal 

as Weil as 

vertical 4^ 

and j 

horizontal "*****._ 

movement. ' , 


Make the most of 
your joystick. 


A programmable 
interface will work all 
your games 
programs. 


Firmware type. 

Easily 
programmed 
at any time. 
Switch to A to 
program. 
Switch to B to 
ruQ. 
Free! with 
firmware 
interface super 
“sound booster" 
which turns a 
“pathetic" peep 
into a“triumphant" 
tone. 
Firmware 
programmable 
interface only£29.00. 
Save £2! Delta 3s Joystick 
and firmware interface 
£37.00. 
Software type. 
Load the tape and select 
the joystick program that you 
want or make up another 
program and add it to the 
library. 

Software interface only£28.00. 
Save £2/ Delta 3s Joystick and 
software interface £36.00. 
Both interfaces have through 
connections for other add-ons. 


DELTA 3s HANDSET£10.00 

Pried includes VAT and P&P. 


-Made'ih'England 


Voltmace Limited 
Park Drive 

- Baldock 

Herts 

SG76ET 

Telephone (0462) 894410 


VISA 


Callers welcome at the factory-Monday to Friday 
















NEW NEW GENERATION ON 
COMMODORE 64 

TRASHMAN £7.95 
3D TUNNEL £7.95 JV 

ESCAPE £7.95 J?/ > 

NEW jy 

ELECTRO-ART <£/ J 

ELECTRON &'/ Ky 

£14.95 JV 


GATE CRASHER 


DRUMKIT 


VELNOR’S LAIR 


ANT ATTACK 


SNOWMAN 


BOOGABOO 


ELECTRON £6.95 
BBC £6.95 
LYNX £6.95 
SPECTRUM 48K £4.95 
ORIC/ATMOS £6.95 


BBC ELECTRON 
£6.95 


BBC £9.95 

(IN A BOX - BOOKLET) 


SPECTRUM 48K 
£6.95 

COMMODORE 64 
£895 


SPECTRUM 48K 
£6.95 


ORIC1 ATMOS £6 95 
SPECTRUM 48K 
£6.95 


COMMODORE 64 
£7.95 

SPECTRUM 48K 
£6.95 


SPECTRUM 48K 
£6.95 

COMMODORE 64 
£7.95 


WARNING: These programs are sold according to QUICKSILVA Ltd’s terms of trade and conditions gf sale, copies of which are available on request J 


Available at 

WH SMITH 


and leading multiple retailers and 
specialist computer stores. 


c The 
Snowman 
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